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INTRODUCTION 


PLAY 


SYSTEMS 


The Road Maps of Computer 
Gaming 


BY JAMES DELSON 


Whether you're nailing a slam-dunk ina 
basketball game, barrel-rolling a jet 
fighter, or weaving spells in a fantasy/ 
role-playing adventure, you're imple- 
menting a play system, the basic “road 
map” of every computer game. While no 
two games are exactly alike, their play 
systems often share common elements. 
How will knowing about these elements 
help you win and enjoy gaming? Just by 
understanding the ways games are 
structured, it’s quite possible to become 
a better player, win more often, and 
have more fun. 

A play system is the skeleton around 
which the game is built. It organizes 
and directs the flow of action, keeps the 
events moving at a lively pace, intro- 
duces elements of chance, and provides 
computer opponents. The play system is 
what keeps you entertained; it’s the 
heart of a game. 

Here, we've presented nine steps to 
help you analyze the play system of any 
game. To start you off, we've dissected 
the classic role-playing adventure Wiz- 
ardry (Sir-Tech) and compared it to oth- 
er games in this volume. 


STEP #1: UNDERSTAND THE 
OVERALL PICTURE 

Wizardry allows one or more players 
to control a team of fantasy heroes on a 
dangerous but winnable quest. Other 
basic themes you'll find in computer 
games include learning and applying 
the skills of flying an airplane, as in 
Flight Simulator II (subLOGIC). In Ar- 
chon II (Electronic Arts), you master a 
bunch of multiskilled “icons” and use 
them to dominate a playing board, while 
the concept of Championship Lode 
Runner (Broderbund) demands that you 


leap your way through multiscreen 
mazes while avoiding bad guys. 


STEP #2: PIN DOWN THE 
PURPOSE 

The goal of Wizardry (Proving 
Grounds of the Mad Overlord) is to de- 
feat the evil Werdna, recover an ancient 
amulet, and have your characters re- 
warded with a great symbol of achieve- 
ment. Military simulations, such as The 
Ancient Art of War (Broderbund), dem- 
onstrate the effects of different military 
strategies and tactics; in sports simula- 
tions, such as Julius Erving and Larry 
Bird Go One-On-One (Electronic Arts), 
you try to outscore another basketball 
player. 


STEP #3: GET TO KNOW YOUR 
CHARACTERS 

In Wizardry, you create characters to 
stand in for you on the computer screen 
by selecting a male or female example 
from the races (human, elf, hobbit, and 
dwarf) that appeal to you, then have 
your characters’ abilities as thieves, 
fighters, spell casters, and healers deter- 
mined by a random selection process. 
Different role-playing adventures, such 
as Ultima IV (Origin Systems) and The 
Bard’s Tale (Electronic Arts), offer a 
wide variety of character types, but their 
methods of character generation are 
quite similar. 


STEP #4: COLLECT YOUR TOOLS 

New Wizardry characters purchase 
the minimal equipment (arms and ar- 
mor) necessary to begin the adventures, 
but as they search the dungeon for clues 
to find the amulet, they win or discover 
better quality weapons and armor, as 
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well as magical items that help in com- 
bat, movement, and spell casting. Ulti- 
mately, it is only through your ability to 
utilize these special items that you can 
win. Equipment in other games’ play 
systems can vary from as complex an 
item as the heavily armored combat ve- 
hicles in Autoduel (Origin Systems) to a 
rather innocuous bit of space lint in A 
Hitchhiker's Guide to the Galaxy (Info- 
com/Activision). 


STEP #5: KEEP ON MOVING 

Moving around in Wizardry is very 
straightforward; directional keys simu- 
late a walk through the labyrinth. Some 
adventures use joysticks or mice as well 
as keys, but the basic movement is the 
same—north, south, east, or west. More 
sophisticated methods for moving 
around the playing field are to be found 
in such games as Flight Simulator II; 
you don’t just steer the airplane, but 
control it by (among other things) com- 
puting airspeed and adjusting the angle 
of flight. In Archon II, the movement 
system is similar to chess, in which var- 
ious pieces on the play board move dif- 
ferent ways, except instead of simply 
moving horizontally or diagonally like 
rooks or bishops, your Archon II pieces 
fly, skate, swim, and skitter. 


STEP #6: KNOW YOUR WAY 
AROUND 

The play area where Wizardry takes 
place is a three-dimensional black-and- 
white simulation of a vast multileveled 
underground labyrinth. At the best of 
times, you can see only a few paces 
ahead of you, and at its most distress- 
ing, you're stuck in the dark. Special 
map features include one-way and se- 
cret doors, pits, traps, chutes, and ele- 
vators. The map elements found in oth- 
er play systems run from. the 
particularly realistic “New Worlds” the 
computer creates for you to explore in 
The Seven Cities of Gold (Electronic 
Arts) to the traditional baseball dia- 
mond in Championship Star League 
(Gamestar/Activision). 


STEP #7: WIN! 
A game is won—or reaches its conclu- 
sion—when you use one or more strate- 


gies to accomplish the goals put in by 
the game’s designer. With Wizardry, 
strategy revolves around players being 
able to raise their characters’ ability lev- 
els. The overall design of Wizardry is 
extremely flexible, allowing gamers to 
win in myriad ways, but without maps, 
all will be lost. Some games are even 
more complex than this. For example, 
the built-in strategy requirements in 
the Zork series (Infocom/Activision) call 
for accurate mapping, plus a specific or- 
der of accomplishments. You must use 
objects you find for unique purposes, in 
particular locations, and at exact places 
in the game's story line. Other strategies 
are less demanding. In Uridium (Mind- 
scape), you must destroy the enemy 
ship to win on each level. 


STEP #8: VARY THE THEME 

Many games provide a set of modifiers 
which allow variations in play such as 
handicapping, hidden movement, sup- 
ply, and command control. Wizardry 
doesn’t deliver such specific features. 
But in Archon II, handicapping gives an 
inexperienced player more magical ener- 
gy than an expert opponent, making the 
match more equal. Practically every po- 
litical game, board-game adaption, and 
strategy-and-tactics game contains a 
menu screen offering options for play 
system modification. For example, some 
chess games offer such choices as 
whether or not you will automatically 
get hints. 


STEP #9: STAY ONE JUMP 
AHEAD 

Bleeps and blips, music, and attrac- 
tive graphics are always present in a 
good game, but it’s the play system that 
provides plot, direction, and pacing. If 
you can identify and pay close attention 
to a play system, you might be able to 
figure out how the designer created it, 
and stay one jump ahead of the action. 
Succeeding at this is called “cracking” a 
play system. As you become familiar 
with different types of play systems, 
you'll develop your own strategies for 
winning. 

The hints we've presented in this is- 
sue were discovered by FAMILY & HOME- 
OFFICE COMPUTING’Ss staff and readers. 
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In Arcade Action games, your goal 
is to accrue as many points as pos- 
sible and to advance to new levels. 
These games range from the stan- 
dard shoot-em-up type (as in Uri- 
dium) to more complicated themes 
and goals (Conan, Karateka). 
Many Arcade Action games make 
use of joysticks and develop good 
hand-eye coordination. 


H 


ARCHON Ii: ADEPT 

Electronic Arts ([415] 571-7171) 
Amiga, Apple, Atari, Commodore 64/ 
128 

$15-S40 


In a great contest between Chaos and 
Order, subdue your computerized or 
human opponent by drawing on differ- 
ent powers of your characters—Demons 
and Elementals. Invoke spells or fight 
hand-to-hand—your powers vary de- 
pending on which tokens you use in the 
four different elements. 


% Success at Archon II requires cun- 
ning and the ability to measure your 
opponent's strengths and weaknesses. 
Here’s a chart that that should help you 
decide which pieces to deploy against 
the enemy. 

The chart doesn't show who will win a 
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fight between a Demon and an Elemen- 

tal. Also, the chart only indicates which 

Demons the Elementals fight best 

against. Remember, Demons win 

against Elementals most of the time. 
To determine how your piece will fare, 

find the letter at the intersection of col- 

umns for each opposing character and 

the element the character is fighting in, 

and use the following key: 

A—probably beats C. 

B—probably beats A. 

C—probably beats B. 

D—has a 50-50 chance against A, B, C, 

D, or E. 

E—probably will lose to A, B, C, or D. 

U means the piece is useful in fighting 

Adepts. It may take a couple of turns to 

beat it. 

X means that, although it will probably 

lose, it’s good for cutting down an oppo- 

nent’s strength. 
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ICON STRENGTH TABLE 


DEMON STRENGTH 


Void Earth Water Air Fire 
> Juggernaut A A A A A 
OQ Gorgon B B/U B B B 
3 Wraith C/U C/U C/U C/U C/U 
= Chimera D D D D D 
ELEMENTAL STRENGTH Demons it is 
CHAOS best against 
Behemoth E Cc E E E W 
Siren E/X/U D/X D/X D/X E/X J,G 
P. Ifrit A A A B A Ch, J 
5 Firebird D fe C D D WwW 
a ORDER 
oy Giant E Cc E E E WwW 
Q Kraken e c A Cc Cc WwW 
Thunderbird A A A B A Ch, J 
Salamander A A A A B Ch, J 
W = Wraith J = Juggernaut G = Gorgon Ch = Chimera 
BEACH-HEAD 


Access ([801] 298-9077) 

Apple, Atari, Commodore 64/128 

$20 

(Includes Beach-Head II and Raid Over 
Moscow) 


You must invade a well-defended, ene- 
my-held island, and kill the evil Khun- 
Lin. 


* Always go through the secret passage. 
It may seem more difficult, but it'll save 
you some ships in the long run. 


* In the anti-aircraft sequence, try to 
get the planes just after they leave the 
carrier. Keep your guns at one level, 
raising or dipping them only for irregu- 
lar planes. 
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LEVEL i 
PLAYER i 
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* In the ship-to-ship sequence, fire first 
at the ship that is firing at you. Memo- 
rize how far off the ships are; the dis- 
tances never change. 


* When on the beach maneuvering 
through obstacles, concentrate on steer- 
ing, not shooting enemy installations. 


* When fighting the land-defense sys- 
tems, if you shoot an enemy tank, tow- 
er, or gun emplacement, the point value 
for that object is displayed. If you keep 
shooting these numbers, you will con- 
tinue to get that amount of points. Be 
careful, though, because you can be de- 
stroyed by crashing into the numbers. 


% When you reach the Khun-Lin, keep 
firing at the targets on the fortress, even 
when you're about to be shot. And don't 
try to run away—the Khun-Lin gun 
never misses. 


BEACH-HEAD II 

Access ([801] 298-9077) 

Apple, Atari, Commodore 64/128 

$20 

(Included with Beach-Head and Raid 
Over Moscow) 


As the Allied forces leader, you must free 
your comrades from the prison of the 
maniacal Dictator. As the Dictator, 
don't let the Allied forces escape alive. 


* In the “escape” sequence, stay low 
and to the side of the road. When you're 
coming within sight of a wall, move as 
high as you can and then tap the joy- 
stick forward twice. You'll be at the cor- 
rect altitude to destroy the tank. 


BRUCE LEE 

Datasoft ([818] 886-5922) 

Apple, Atari, Commodore 64/128, IBM 
PC & compatibles 

$20-S25 


As karate Master Bruce Lee, run, climb, 
kick, and chop your way through booby 
traps and bad guys on your way through 
an evil wizard’s castle. 


%* On one of the screens you'll see a set 
of orange symbols. Don't ignore them! 
When you touch them, they give you an 
extra life. You can get up to five extra 
lives this way. 


* Lure your enemies into following you 
over the fiery bushes. Just after you 
pass over one it bursts into flame, kill- 
ing anyone above it instantly. You can 
also kick the Yamo or ninja into the 
flames. 
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* On the very first screen, climb up the 
vines and wait until the ninja is beneath 
you. Then jump down on his head. Keep 
doing this and you'll soon notice some- 
thing very interesting. This secret trick 
works on all other levels where you can 
jump on the ninja’s head. 


CHAMPIONSHIP LODE RUNNER 
Broderbund ([415] 492-3200) 

Apple, Atari, Commodore 64/128, IBM 
PC & compatibles 

$30-$35 


You must climb through the 50 different 
screens and collect all the gold you can 
get your greedy little hands on. 


* If you have Lode Runner, boot it up, 
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then start the game, take out the disk, 
and insert the Championship Lode 
Runner disk. You can now skip levels on 
Championship Lode Runner by press- 
ing CONTROL-SHIFT-6 on the Apple Ile 
and IIe and by pressing CONTROL- 
SHIFT-N on the II Plus. You can also get 
extra men by pressing CONTROL- 
SHIFT-2 on the Ile and IIc and by press- 
ing CONTROL-SHIFT-P on the II Plus. 


CONAN 

Datasoft ([818] 886-5922) 

Apple, Atari, Commodore 64/128 
$15 


You must seek out and destroy the evil 
Volta, Conan’s arch-enemy. 


* On level one, climb to the top of 
the castle without killing the bat, and 
jump onto the tree below. After you 
land, slowly walk left until you fall down 
a little, and then go as far right as you 
can. Below you, there is an invisible lad- 
der. If you go down this, you will receive 
a free life. 


* On level three, wait on the ladder, just 
high enough to avoid the ants, until the 
teleporter shows up. Be sure there are 
no ants anywhere on the screen, and 
run for the portal. Once on the top level, 
be sure to touch the bird. 


* On level four, hide on the upper lad- 
der, as close to the top as possible, until 
a gem or sword appears. This spot gives 
you easy access to all platforms. 


* Also on level four, be sure to get an 
extra gem before you leave. It is very 
hard to get one on level five. 


* Still on level four, after you unlock the 
door, go back to where you got the key. 
You'll then receive another key, which 
you can use to relock the door (although 
you can still walk through it). Repeat 
this and you can continue locking and 
unlocking it, meanwhile building a 
large score. 


* On level five, jump onto the first step 
and get as close to the wall as you can. 
This puts you below the dragons’ fire- 
balls but lets you kill an oncoming drag- 
on if you throw your sword when the 
dragon is slightly past the lamp. 


%* On level six, go down the closest lad- 
der and kill the eyes from behind the 
torch: the sparks can’t get you there. 


%* On level seven, stand on the catapult 
for a while. This will give you enough 
strength to turn a star back into a gem. 


GHOSTBUSTERS 

Activision ([415] 960-0410) 
Apple, Atari, Commodore 64/128 
$15 


You must save the day by capturing 
ghosts, earning more money than you 
started with, and struggling to the top 
of the Temple of Zuul to keep the Gate- 
keeper and the Keymaster from teaming 


up. 
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% When you open your first franchise, 
get a Ghost Vacuum, bait, and at least 
three traps. An Image Intensifier is use- 
ful, but not absolutely necessary. The 
Marshmallow Sensor is even less vital. A 
Portable Laser Confinement System is 
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an excellent investment, if you have 
money to burn. 


* The best car to get, regardless of how 
much money you have, is the station 
wagon. The high-performance car is 
fast, but not worth $15,000. 


%* Remember, it’s great to have lots of 
equipment, but you have to replace all 
the money you spend by the end of the 
game. 


* If your PK Energy Detector warns you 
of an approaching Slimer, bide your 
time by cruising and freezing some 
Roamers. After the detector signals, 
there’s lag time before the Slimer actual- 
ly arrives. 


* If you're in a hurry, here’s a quick way 
to catch a Slimer. Set up your Ghost- 
busters as usual. Instead of using both 
at once, wait until the ghost is just to 
the left of the right man’s beam, then 
press the button. Push the ghost to the 
left until it’s directly above the trap and 
press the button again. This is the fast- 
est and safest method for catching 
Slimers. 


* Frequently check your power level, 
number of empty traps, and number of 
men remaining. If you have time on 
your hands, stop in at headquarters to 
empty traps and the like, so you'll be 
ready when business picks up. 


* When you're typing in your name and 
account number, enter GOO as your 
name and all the 1’s you can as your 
number. This will give you well over 
$200,000. 


KARATEKA 

Broderbund ([415] 492-3200) 

Apple, Atari, Commodore 64/128, IBM 
PC & compatibles 

$15-$35 


You must infiltrate Akuma’s stronghold. 
Using your skill in martial arts, defeat 
his guards, kill Akuma himself, and res- 
cue your bride-to-be, Mariko. 


* Use the keyboard rather than the joy- 
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stick; it's more responsive and has 
three-command memory. 


* Here's a good method for killing flun- 
kies and Akuma himself; stand in one 
spot and wait for them to approach you. 
When they move, give them a couple of 
kicks to force them back. Repeat this 
procedure until you've utterly decimated 
your opponent. 


* For opponents who don't come to you, 
provoke them by stepping into them be- 
fore they start to kick you. When they 
set up for the kick, back out of range. 
After they kick, beat on them a little. 
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* A kick may be effective on anything 
that stands in your way. 


* At a certain point (on- or off-screen), 
your opponents will not back up any 
farther. Force them to that location; 
they'll be much more vulnerable to mul- 
tiple blows. 


* When fighting a formidable oppo- 
nent, rely mostly on the middle kick; 
chances are, it will hit at least once per 
volley. 


* Don’t rely on only one method of at- 
tack; different opponents require differ- 
ent strategies. 


* When fighting the bird, it pays to 
practice and prepare. Figure out what 
kick or punch you must use, and start 
doing it before the bird reaches you. 
Also, when it’s time to kill the bird, back 
off to the other side of the room so you 
have time to set up your blows. 


RAID OVER MOSCOW 

Access ({801] 298-9077) 

Apple, Atari, Commodore 64/128 

$20 

(Included with Beach-Head and Beach- 
Head II) 


You must save the United States from a 
Soviet nuclear attack by destroying the 
Russian launch sites. If you are success- 
ful in this you must invade Moscow in 
an attempt to destroy the Soviet Defense 
Center. 


* When fighting at the missile control 
center, destroy the four launch silos 
first. Then, find the correct altitude for 
the main silo, but don’t destroy it. In- 
stead, go to the extreme left, without 
changing altitude, and blow up the 
planes as they enter the screen. Keep 
killing them until you have about 10 
seconds left on the timer, and destroy 
the silo. This will give you tons of 
points. 


* When fighting outside the Defense 
Center, the men on the right wall can be 
hit using the same angles of elevation as 
those on the left wall. When you kill a 


man on one side, don’t change your an- 
gle, just move over to the other side and 
kill the man directly opposite him. 


SKYFOX 

Electronic Arts ([415] 571-7171) 

Amiga, Apple, Atari ST, Commodore 64/ 
128, Macintosh 

$15-S40 


Use the supermodern jet fighter Skyfox 
to stop an invasion and protect your 
bases. 


* When fighting a mothership guarded 
by tanks, shoot all the tanks but one, 
then shoot the mothership. Otherwise, 
if you destroy all the tanks but one, a 
new wave of them will be launched. 


* To access the twentieth-century video 
game mentioned in the documentation, 
press CTRL-G when you're at the com- 
puter located at home base. 


SPY VS SPY 

Accolade ([408] 446-5757) 

Apple, Atari, Commodore 64/128 
$15 (Includes Spy Vs. Spy II) 


You must be the first spy to gather the 
necessary money and loot, stash it in 
your case, and leave the embassy in an 
awaiting airplane. 


* There are two ways to attack the ene- 
my spy: Hit him in the stomach or bash 
him over the head. As a rule, go for the 
head when you're at a distance and for 
the stomach when your're closer. 


* Sometimes the room where you be- 
gin, at the game’s start or just after 
you've died, has only one door. If you 
think your opponent will die next (and 
have to start all over again in that room) 
water trap the door. That's a way to real- 
ly aggravate your enemy. 


* It’s always a good idea to have some 
sort of booby trap remedy in hand. That 
way if you trip off a trap you'll have a 
chance of surviving. 


%* Sneak a peek at the map when your 
enemy is looking at it. Remember, the 
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embassy floor plan is the same for both 
of you. 


% Whenever you find an item, place a 
booby trap where you found it. 


%* Develop a code to remember where 
you've set traps: under all TV sets or 
behind all pictures, for instance. Until 
your enemy gets a whiff of what you're 
up to, it’s a way to avoid getting zapped 
by your own traps. 


* If you're playing against the com- 
puter, try playing a hard version but 
don’t play with the hidden airport. Find 
the airport and water trap all the en- 
trances. Then, simply wait there for the 
computer to collect everything. When it 
has it all, itll go for the airport only to 
be killed by the trap. Simply search the 
nearby furniture, grab the briefcase, 
and split. 


URIDIUM 

Mindscape ([312] 480-7667) 
Commodore 64/128, IBM PC & com- 
patibles, Macintosh 

$45-$55 


In this arcade game, you're the last de- 
fender of your galactic sector. It’s your 
duty to destroy the 15 enemy Super- 
Dreadnought ships, which are draining 
the valuable mineral resources of your 
home planets. 


* Zinc: Stay near the middle until you 
are safely past the rows of meteor deflec- 
tors at the center of the ship. The land- 
ing field is toward the bottom of the 


screen. 


* Lead: Start your run at the bottom of 
the screen. Once you've gone by the first 
bunch of obstacles, fly to the top and it’s 
clear sailing straight to the landing 
field. 


%* Copper: Fly midscreen and then go 
down. When you pass a wall of deflec- 
tors, move to the top of the screen. You'll 
pass another wall with just one opening 
in it. Go down, pass more deflectors, 
and then move up a bit to make your 
landing. 


* Silver: Stay near the bottom of the 
screen until you clear the rows of com- 
munications antennae, and then move 
to the middle for an easy landing. 


* Iron: As with Silver, begin at the bot- 
tom and move up when you are beyond 
the antenna. Stay exactly in the middle 
until you are through the corridor of 
deflectors, and then do a 90-degree roll 
and fly near the bottom through the 
small gap in the deflector wall. Reduce 
your speed and land on the field, which 
is at the top of the screen right behind 
the wall. 


* Gold: Fly midway between the top and 
middle of the screen, slowly skirting the 
horizontal wall of deflectors. With a flick 
of the wrist, you should be able to drop 
down, reverse direction, and reverse di- 
rection again. Next, go all the way to the 
top of the screen. The landing field is 
close to the top of the screen. 


* Platinum: Try flying this level entirely 
on your side. For this ship, you need to 
fly rapidly down, up to the middle, back 
down, just above the bottom, and up to 
the middle. 


* In fuel rod chambers, try to feel the 
rhythms of the flashing lights. When the 
lights are going by too quickly, click on 
QUIT or just close your eyes. If you just 
can’t seem to get the rhythm, closing 
your eyes at least gives you a 50-50 
chance of getting the points. 


eal 


Nacade 
Mdventures 


A fine and fairly arbitrary line separates Arcade 
Adventure games from Arcade Action games. Ar- 
cade Adventure games such as Sword of Kadash 
tend to require more decision-making and strate- 
gic planning as you work toward the adventure’s 
goal, instead of simply progressing through a 
“gauntlet” of rooms. 


ARCADE/ADVENTURE GAMES 


ALIENS 

Activision ([415] 960-0410) 
Apple, Commodore 64/128 
$35 


Become the crew of the hit movie Aliens. 
Journey to planet LV-426 and eliminate 
aliens while trying to keep your crew 
alive. 


* On the drop-ship level, concentrate 
on the yellow rings. Looking at both the 
yellow and blue rings is too distracting 
and makes it difficult to negotiate sharp 
turns. Also, keep an eye on the smallest 
ring on the screen and try to steer to- 
ward it. 


%* On the Armored Personnel Carrier 
(APC) rescue attempt, move back and 
forth in the center of the board with the 
button down, killing all the aliens in a 
given direction. Don’t follow the man- 
ual’s advice, which is to charge forward, 
guns blazing. 


%* On the same level, aliens won't attack 
if your men are in a group. Keep your 
crew together and make individual mad 


dashes to the APC. 


* In the Operations Room Rampage, 
sustained fire will only give the crea- 
tures more time to slip by. Short bursts 
of fire allow you enough time to fend off 
the aliens. Beware! Slow-moving aliens 
are often decoys for faster-moving ones 
at the opposite end of the screen, so try 
to stay in the middle as much as possi- 
ble. 


* In the Air Duct Maze, while rescuing 
Newt, follow the map directly to where 
she is being held. Flares will only waste 
time. If a screen has too many aliens, 
stay near the edge of the screen and 
toggle between screens with the joystick 
until there are fewer enemies. 


* In the final confrontation, trap the 
queen near the side of the screen and 
continue bouncing her against it until 
the bar turns completely green. Then hit 
her a few more times to make sure she'll 
stay stunned for awhile. Next, wait until 
she moves to the bottom of the screen 
(don’t worry, she can't get you). Then 
move your claw directly on top of her. 
Now simply grab her and dump her in 
deep space. Voila! 


H.1.T.S. 


CAPTAIN GOODNIGHT AND 
THE ISLANDS OF FEAR 
Broderbund ({415] 492-3200) 
Apple 

$15 


With infinite courage and a competition 
model yo-yo, you must stop the wicked 
Dr. Maybe. 


* Tired of seeing the world blow up, 
time and time again? Follow these in- 
structions to acquire more than 99 
hours to complete your mission: Kill 
yourself until you have about an hour 
and five minutes left, and kill yourself 
once more. Then hold down the “T” key 
(and the repeat key if you have an Apple 
II Plus). The time should go past zero 
and roll over to 99 hours. If you fail the 
first couple of times, keep trying. You'll 
get it! 


%* Jet: The only way to get to the Araan 
desert without dying is to destroy every 
radar station. Memorize the pattern— 
there are three before Potia Inlet and 
two afterwards. If you have trouble, the 
next best way is not to shoot the first 
radar station and be blown up. Then 
you can fly across the top of the screen 
dodging the aircraft, as cruise missiles 
will only fly in straight paths. 


ITE ANTENNA STAT fC 


%* Araan Deset: When you see an enemy 
robot, duck and fire from that position 
until it’s destroyed. If the robot doesn’t 
fire, you don’t need to duck. 


* Odom Island: If a robot throws a gre- 
nade, run toward it until the grenade 
goes over your head. Then duck and 


keep shooting until the robot is blown 
up. Some robots take three hits to kill, 
so try to give yourself as much space as 
possible. 


* Motorboat: Don’t push the joystick all 
the way forward. You need to be able to 
stop quickly. When the bombers fly 
high, you should move fast so that the 
bomb passes behind you. If the bomber 
flies low or at medium height, stop. 


* Modo Island: When a robot begins to 
appear at the edge of the screen, stop. 
Then fire making sure your shot hits, 
and move so the robot is off-screen. Re- 
peat until it’s blown up. While in the 
tank, don’t stop moving or else the gre- 
nade-dropping robots will jam your 
treads. When you use the helicopter, fly 
to the top of the screen before going 
forward. That way you won't be shot by 
the laser cannon. 


* Doom Island: Fire when you see a 
robot, and then run away from the gre- 
nade. Keep it up for a surefire way to 
destroy them. Use the same strategy 
against the beserkers as you did against 
the robots in the Araan desert. 


CASTLE WOLFENSTEIN 

Muse Software ([301] 831-7090) 
Apple, Atari, Commodore 64/128, IBM 
PC & compatibles 

$12 


You must escape from a German POW 
prison with the secret plans in hand. 


* When entering a new room, pop in 
just for a moment, notice the positions 
of the guards, and then run out. This 
way you can have your gun ready and 
aimed when you reenter the room. 


* If you want to capture a guard, never 
try it from above. If you do, he will cap- 
ture you. 


* If you run into an SS officer, capture 
him, take his bulletproof vest, then ter- 
minate him. 


* To speed up the chest-opening pro- 
cess, hold down the spacebar (and RE- 
PEAT key if necessary). 


ARCADE/ADVENTURE GAMES 


* If you drink the liquid contents of a 
certain chest, you won't shoot straight. 
Find some Bratwurst and eat it to re- 
gain your aim. 


* After being killed or captured, quickly 
turn off your computer and reboot it. 
You will then be asked if you want joy- 
stick or keyboard, and then you will re- 
start where you got killed or captured 
(without having lost rank). For C-64 
owners: Hold down the RUN-STOP keys 
and press the RESTORE key. Then type 
SYS 2068 and press RETURN. 


* (Apple version only) When you start a 
new game press ESC to save the game. 
Then catalog the game disk and type 
BRUN@WOLF. When the game starts, 
you will be somewhere in the castle, but 
your rank will now be “Field Marshal.” 
However, if you're using the joystick, 
your controls will be screwy. To fix this, 
save the game again, reboot the game as 
usual, and follow the instructions given 
for adjusting joystick controls. 


* Here are patterns to escape from any 
castle: 

Apple and IBM: Up stairs, up, up, 
right, up stairs, down, left, left, up, left, 
down, down, right, right, right, down, 
down, left, up stairs, up, right, right, 
down, right, up, up, left, left, left, up, 
right, up stairs, down, down, right, up, 
up, right, down, down, right, and you're 
out. 

C-64: Up stairs, down, left, left, down, 
right, right, up stairs, right, up, left, 
left, left, up, right, right, up, left, left, 
left, up, right, right, right, right, down, 
up stairs, down, right, up, up, up, up 
stairs, right, down, left, left, up ,up, 
right, right, right, and you're out. 

Atari: Up stairs, left, left, down, up 
stairs, left, down, down, right, right, 
up, up, up, left, up, left, left, down, 
right, up stairs, down, left, left, up, 
right, up, right, up, left, up stairs, up, 
left, down, down, right, right, up, up, 
and you're out. 


SWORD OF KADASH 

Polarware ([312] 232-1984) 

Apple, Atari ST, Commodore 64/128, 
Macintosh 

$9-S10 


You must enter the ominous Fortress of 
the Dragon and retrieve the legendary 
Sword of Kadash. 


* Monsters don’t move when you leave a 
room. If a room has more than one en- 
trance (or a particularly large one), 
stand in it as far from the monsters as 
possible. Then draw them toward you, 
firing as they approach. When they are 
almost upon you, duck out of the room. 
Go into the room from the other side (or 
other entrance), and repeat until you 
kill them all. 


* When the computer puts a new room 
on the screen, it draws the secret doors 
last. If you watch carefully you can usu- 
ally see them being placed. (Commodore 
64 only) 


Free one or two of the blades on the far 
right. Don't take the shield or get 
caught by the blade on the right. Then 
release the bats and they'll run into the 
blades. Next, set the two knives on the 
far left free. Make sure they are moving 
together so you can get the scrolls and 
exit through the top. 


HLT.S. 


On this screen, getting the sword cre- 
ates a blade which can be shot and de- 
stroyed. You must also shoot the rings 
before getting them. There is a secret 
door at the bottom of the screen that 
creates monsters and darts. 


Enter from the bottom right-hand pas- 
sage and shoot the sixth boulder from 
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the left before it reaches screen bottom. 
Once at the top of the screen, don’t take 
the symbol before you take the scroll— 
the scroll is cursed! 


There is a secret door in the floor of the 
passage to a pit. If you don’t delay upon 


entering the room, you can reach it safe- 
ly just as the first arrow passes. 


Ignore this room the first time you 
reach it. Two rooms later there is a hall- 
way filled with cursed items. Take all of 
the items and return to the room pic- 
tured above for the scroll. Before you 
take the scroll, however, shoot out the 
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invisible blocks in the groove in order to 
give the blade a place to go. 
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Move to the top of the right wall and fire 
up. Then go to the. left wall and fire 
diagonally up and to the right. Return 
to the right wall and run to the secret 


door you just opened. (Yes, you will have 
to take some damage. That’s why the 
healers are there.) 


ZORRO 

Datasoft ([818] 886-5922) 

Apple, Atari, Commodore 64/128 
$20 


Fence your way through 20 screens of 
mystery and danger. Your final objec- 
tive: Rescue a pretty senorita from the 
clutches of the evil Sergeant Garcia. 


%* Screen One: When you start, climb 
the trellis and jump down on the well to 
get the handkerchief. To go to Screen 
Two, stay on the ground level when you 
go right. 


ARCADE/ADVENTURE GAMES 


stand on the left side of the seesaw, and 
blow the trumpet. 


* Screen Four: To acquire the items 
appearing in the upper left-hand part of 
the screen, get the key and go to Screen 


HI:@85885 BON 
AUS. 
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* Screen Two: To open the secret pas- 
sage under the crate, get the bottle of 
wine from Screen Four (see below), and 
drop it next to the man on the far right 
side of the bar. Wait for him to drink it, 


@i4i@ HI8@141e BOWUS: 1 eee 
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nia Five. Climb to the top level and jump 
over to the gaps to Screen Four. Jump 
across the next two gaps (the key will 
open the door), and get the item you 
need. Items appear in this order: a bot- 
tle of wine, a branding iron (used to 
move a bull in another screen, which 
will let you get the horseshoe), the first 
bell, the second bell, a trumpet, and a 
rose. 


then jump on him in order to get on the 
center ledge. Climb up to the top, and 
force a guard off the left edge and onto 
the chandelier. This will raise the crate, 
and reveal a ladder downstairs. 


* Screen Three: To get the boot, get the 
trumpet from Screen Four (see below), 


%* Screen Five: To open the passage be- 
neath the gravestone, get the two bells 
from Screen Four and place them in the 
arches on the top level. 
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GRAPHIC ADVENTURE GAMES 


AMAZON 

Telarium ([617] 494-1200) 

Apple, Commodore 64/128, IBM PC & 
compatibles 

$33-S40 


You must find the lost city of Chak deep 
within the Amazon jungle and recover 
the emeralds there. 


* Clothes are meant to be worn, so put 
them on at first opportunity. 


%* When you are out in the river, hit the 
alligators with the oar to chase them 
away. 


%* When you get to the bridge, show the 
gun to Paco. 


* Go east across the bridge and then go 
south until you get to a tree with skulls 
on it. Walk west from the tree and you 
should arrive at the Lost City of Chak. 


DEFENDER OF THE CROWN 
Mindscape ({312] 480-7667) 

Apple IIas, Amiga, Atari ST, Commo- 
dore 64/128, IBM PC & compatibles, 
Macintosh 

$35-S50 


Select the role of your choice in playing 
the good guys against the computer's 
opponents. Set in the late Middle Ages— 
when Robin Hood, Ivanhoe, and other 
heroes fought to keep their Saxon heri- 
tage alive after the Norman's conquest 
of England—this game allows you to al- 
ter history and restore the crown to a 
Saxon head. 


* The most foolproof strategy to pursue 


in the game is to try to conquer the 
country by storm before your opponents 
can mount an effective campaign of 
their own. 


* First, attack the domain nearest you 
that has the largest army of its own. 


* Next, return home each turn to pick 
up more troops, getting as many 
knights as you can afford. 


* Also, buy a catapult as soon as you 
can. You can’t win without one. 


* Use all the troops you have to carry 
the fight further and further into Nor- 
man lands. 


* Take castles (after learning the proper 
procedure for reducing their number) 
and don’t stop for anything. 


* Don't rescue maidens or go to jousts. 
(If you get invited, only duel for honor.) 


* Avoid facing off against large concen- 
trations of the enemy. Run away rather 
than fight until you're sure you can beat 
them. 


* If you keep up a strong offense, sap- 
ping the Normans of their strength as 
you add to your own, you'll learn to win 
every time. 


DRAGONWORLD 

Telarium ([617] 494-1200) 

Apple, Commodore 64/128, IBM PC & 
compatibles 

$33-S40 


With the aid of the mysterious and 


H.1.T.S. 


stately Hawkwind, you must rescue the 
Last Dragon from evil kidnappers. 


* One of the action games, Bogs and 
Bats, has no effect on the plot itself and 
may as well be avoided. On the other 
hand, you must master the gambling 
game, Dragonstones, if you plan to in- 
crease your money supply. 


* Don't bother trying to get Ephrion to 
say anything of importance; he speaks 
as often as it snows on the sun. And 
what he says isn’t particularly valuable. 
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* Always help those who are down on 
their luck. 


%* Use the Dragonpearl to send you and 
your companions to a place of relative 
safety. Use it only in dire emergencies, 
when an Amsel’s in distress. It’s only 
good three (or five) times. 


* Listen to Hawkwind; his advice may 
seem insane, but it’s usually on target. 


* The Kuln like their habitat to match 
their demeanor: very dark. 


* Some puzzles are meant not to be 
solved, like the maze of shrubbery and 
the swamp monster. 

on 
DEJA VU 
Mindscape Arts ([415] 571-7171) 


Amiga, Macintosh 
$15-S40 


You wake up in a men’s room with a 
throbbing bump on the back of your 
head, and you don’t know who you are 
or how you got there. Overcome your 


bout of amnesia, figure out what hap- 
pened, and most important, clear your- 
self of a murder charge. 


* If you stop to look at the pictures in 
the hallway, you'll discover your best 
weapon. 


* You'll find keys in places like pockets 
and desk drawers. If you can’t find a key 
to a particular lock, try shooting at the 
lock. (There’s a key that will open the 
trunk. Don’t shoot because you never 
know what's being stored in the trunk.) 


* Stay off the streets as much as possi- 
ble. The police, the mugger, and others 
are bound to find you if you're out in the 
open. 


%* Whenever you hear the siren, hide out 
until you think the coast is clear. 


* Don’t waste $20 on an extra gun, but 
be sure to buy some bullets for a gun 
you already have. 


* Take a cab ride to every address you 
find. 


* There's only one person you have to 
kill. You may get a warning about him 
before you see him. 


* A pencil will make disappearing 
words reappear. 


* Be ready to hit people, elevator but- 
tons, and doorknobs. 


* No, you're not in Las Vegas, but you'll 
have to gamble for cab rides. 


* You can get your memory back if you 
get to Dr. Brody’s on time. 


* Make sure your inventory has a large 
supply of truth serum. You'll want to 
make people talk. 


* The sewer is a good place to dump 
items that a jury could hold against you. 


* No jury will believe you unless you 
have solid evidence. Don’t go to the po- 
lice without a diary or an itinerary. 


GRAPHIC ADVENTURE GAMES 


KING'S QUEST 

Sierra On-Line ([209] 683-6858) 
Amiga, Apple, Atari ST, IBM PC & com- 
patibles, Macintosh 

$50 


You must find the treasures of the King- 
dom of Davenport and return them to 
the king, so that you may inherit the 
throne. 


UNLOCK 
DOOR 


GET 
PEBBLES 


%* Here is our map of the world of King’s 
Quest. Each area of the world is repre- 
sented by a circle. Hints and noteworthy 
objects are shown in the corresponding 
circles. Empty circles contain nothing of 
interest. The numbers refer to the re- 
spective subareas. (NOTE: Not all subar- 
eas are included, such as the castle 
and the hut.) 
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KING'S QUEST II 

Sierra On-Line ([209] 683-6858) 
Amiga, Apple, Atari ST, IBM PC & com- 
patibles, Macintosh 

$50 


Rescue the maiden Valanice from her 
prison in an enchanted land and marry 
her. 


* Here is a map of the world of King’s 
Quest II. Each area is represented by a 
square. Hints and noteworthy objects 
are shown in the corresponding 
squares. Empty squares contain noth- 
ing of interest. The longer hints go with 
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Beach 


Throne 


Give Mermaid Brooch 
Ride Seahorse 
Give Trident to King Neptune 


Take Key and Bottle 


Wait Until She Isn't There 
Take Cage (Don't Open It) 


their respective squares. (NOTE: None of 
the sub areas are included with this 
map.) 


1) Give mermaid flowers. 
Ride seahorse. 
Give Trident to King Neptune. 
Take key and bottle. 
Open bottle and take out cloth. 


2) Wait until she isn’t there. 
Take cage (don't open it). 


3) Read inscription on each of three 
doors as you open them. 


Crevasse 
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Open 
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Antique 
Shop 


Return 
Bird 


Read inscription on Each 
of Three Doors as You Open 
Them 


You can walk across the water 


here if you've opened two of 


Open Bottle and Take Out 
Cloth 


the magic doors and read the 
inscription on the third. 


GRAPHIC ADVENTURE GAMES 


KING'S QUEST III 

Sierra On-Line ([209] 683-6858) 
Amiga, Atari ST, IBM PC & compati- 
bles, Macintosh 

$50 


Voyage to another land and use an evil 
wizard's secret spells to free yourself. 


* Take the hand mirror from the wiz- 
ard’s bedroom. It will be useful when 
you confront Medusa in the desert. 


%* Examine the top of the wizard’s closet 
to find the brass key that fits into the 
cabinet in the library. (You'll find a use- 
ful surprise inside.) 


* In order to get some ocean water, 
you'll need the cup from the wizard’s 
dining room. 


* Grab the black cat and take some cat 
hair. 


* Pick up the fly on the floor of the 
tower room at the wizard’s house. 


* Grab a chicken outside the wizard’s 
house and take some feathers. 


* Make sure you pick up the feather 
that drops when the bird flies overhead. 


* Take the thimble from the bedroom 
dresser in the bear’s house. You can fill 
it with dew in the bear’s garden. While 
you're in the house, take the baby bear’s 
porridge. 


* Find the tree near the desert with the 
large hole. Reach in the hole, and a lad- 
der will fall from the tree. 


* Before entering the thief's hiding 
place, look inside to make sure he’s 
asleep. If the thief is moving around the 
hiding place, leave and come back later 
when he’s not awake. 


* Purchase fish oil, lard, an empty 
pouch, and salt with the money found 
in the thiefs purse. 


%* While you're still in the store, make 
sure you pet the dog. 
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* You'll find the mistletoe on a tree near 
the beach. 


SPACE QUEST 

Sierra On-Line ([209] 683-6858) 
Amiga, Atari ST, IBM PC & compati- 
bles, Macintosh 

$50 


Thwart the evil Sariens in their attempt 
to use the stolen Star Generator. Then 
deliver their plans to the scientists who 
can save your solar system. 


* On the Arcada, you'll miss your 
chance to get a pass card if you pass by 
the deceased passengers and crew. 


%* The mechanical spider looks simply 
smashing with a rock on its head. (Ex- 
TRA HINT: Save the game and push the 
rock to see where it lands. Put a small 
piece of tape on the screen to mark the 
spot where the rock fell. Restore the 
game and wait for the spider to walk 
over your mark.) 


* Dodging rocks on a skimmer is 
thirsty work. Have more than one drink 
at the bar. 


H.L.T.S. 


%* Does the monster beneath the grate 
make you edgy? 


%* The skimmer is worth more than 
thirty Buckazoids. 


* Don’t forget that you have a discount 
coupon for Droids R Us. 


%* When playing the slot machine, use 
this good system for winning: Each time 
you win 10 Buckazoids, save the game. 
Every time you lose more than 10, re- 
store it. 


%* When your pod crashes on Kerona, 
examine your surroundings thoroughly 
before you get out. Also, examine the 
pod exterior from all sides. 


* On the Sarien ship, get in the trunk 
and wait. The laundry machine can 
greatly affect your appearance. 


* In the Armory, give the robot the I.D. 
that you found on yourself and grab the 
grenade when the robot leaves. The gre- 
nade will help you get the drop on the 
Star Generator guard. 


TRANSYLVANIA 

Polarware ([312] 232-1984) 

Apple, Atari ST, Commodore 64/128, 
Macintosh 

$18-S20 


You must rescue the King’s daughter, 
Sabrina, from the evil clutches of an evil 
wizard. Avoid vicious creatures, vam- 
pires, werewolves, and others, and solve 
numerous puzzles. 


%* A famous vampire once said: “I never 


came across a cross | liked.” 


* An insect in flight is an amphibian’s 
delight. 


* Pick the cloak pocket to pocket the 
cloak-pocketed pick. 


* Leave no stone unturned. 

* Acid will get to the root of the matter. 
%* Make the werewolf bite the bullet. 

%* Mice are the cat’s meow. 

%* Read any good books lately? 


% When you gaze upon a Star, a gift for 
you does not lie far. 


UNINVITED 

Mindscape ([312] 480-7667) 
Amiga, Macintosh 

$50 
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Escape from the mansion and save your 
little brother and the world from an evil 
satanic power. 
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* Reading other people’s mail isn’t po- 
lite, but it could save your life! 


* Check the upstairs closet for some- 
thing to take care of Miss O’Hara. But 
be sure to open it before you use it. 


* The nightstand in the upstairs bed- 
room has a hollow ring to it. 


* The lamp in the servant's room does 
its job without electricity. 


%* The servant won't let you read his 
diary, but if you could get him out of the 
way.... 


* Spray the Spider Cider on the railing 
on the veranda and leave the porch. 
Come back later, and the spider will be 
caught. Show the spider to the servant 
to scare him away. 


* Read the book in the master bed- 
room. 


* The key in the chair opens many 
things. 


* Some dogs are afraid of lightning (In- 
stantum Illuminaris Abraxas). 


* Talking heads need conversation 
once in a while, so brush up on your 
Latin (Specan Heafod Abraxas). 


* A cross will come in handy later on, 
but the secret trap door under the altar 
is not the way to go. 


* The candelabra will protect you on 
your way to the maze. (Remember to 
light it.) 


* The amulet can take care of only one 
Zombie at a time, so if you run up 
against a bunch of them, run. 


* There is one grave here that is differ- 
ent from the others, and you have only 
one bunch of flowers. 


* The key from the chair will open the 
cages. 


%* Cage the bird, and the snake and the 


cat will take care of each other. 


* The bouncing creature would just 
love a bird to play with. If you find the 
creature, it will leave the gem behind. 


* Put the gem in the gem-shaped hole 
in the magisterium doorway. 


* The guardian demon could probably 
use some fruit. Water the one plant in 
the greenhouse that is not dead, and it 
will soon grow. 


* “Gold, silver, and mercury—together 
they form a key.” Look in the study desk 
drawer and find the atomic numbers of 
these three elements. This is the combi- 
nation to the safe. 


* Hack the cookie jar with the axe and 
leave the cookie in the house. The little 
guy will exchange the key for the cookie. 


* Light a fire in the entrance hall fire- 
place and throw the hingeless box in the 
fire. The star will burn the ice under the 
trap door in the lab. 


* The spider kills. Avoid it. 


* Operate the star from the hingeless 
box on the ice and follow the evil genius. 


* Throw the evil genius down the bot- 
tomless pit before he wakes up. The key 
you got from the little guy unlocks the 
door to the house. 


* Your brother’s screams are coming 
from above the upstairs bathroom with 
the odd light fixture. Wait until the wa- 
ter almost fills the room, and open the 
fixture. 


* Your brother seems delirious. Smack 
some sense into him. 


* A simple wooden cross will take care 
of the demon. 


* Follow your brother out the window. 


Role playing 


Role-Playing Adventures involve the creation of one or more 
characters that the player controls throughout the game. 
The characters gain power as they strive towards the com- 
pletion of their mission or quest, by solving puzzles or 
slaying some of the enemy. When they have achieved 
enough power and experience they will be ready to confront 
the final challenge, usually defeating some powerful enemy 
personage (such as in Wizardry or The Bard’s Tale). Com- 
mands are limited primarily to the direction in which you 
choose to proceed and the manner in which you fight a 
particular enemy. 
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AUTODUEL 

Origin Systems ([603] 644-3360) 
Apple, Atari, Atari ST, Commodore 64/ 
128 

$50 


Survive on the highways of the future, 
“where the right of way goes to the big- 
gest guns.” 


* Tips on construction: 

1. Pickup trucks are the best buy. 
They have the highest weight capacity 
and enough space to put in almost any- 
thing you want. Although a van has 
more space, it can’t hold as much 
weight. 

2. If possible, always carry a rear- 
mounted flamethrower, which is one of 
the more effective weapons; it also has a 
built-in smoke screen. 


3. Although underside armor may 
seem useless, make sure you put some 
on. Mines are much more devastating 
than you might think. 

4. When you mount your weapons, al- 
ways put the front ones on first. Side 
weapons are difficult to control; in fast- 
moving combat, it’s hard to remember 
which side of your car is the right and 
which one is the left. 


%* On a road that you don’t know well, 
try to use other weapons besides lasers, 
which drain your car’s battery. It’s easy 
to get lost, and it often takes the charge 
of your whole battery to get you to your 
destination. 


%* When you drive form Syracuse to Wa- 
tertown, note the path you're using. On 
the return trip, there will be several dif- 


ferent paths to choose from; choosing 
the wrong one will lead to a dead end 
and a dead battery. 


* Perhaps the biggest problem facing 
any aspiring auto-duelist is the need for 
money. Here are a few ways (although 
risky) to rake in cash quickly: 

1. When you start out, make three or 
four copies of your character disk. Then 
restart the game and go to the casino in 
Atlantic City. Go to either the poker or 
blackjack tables (poker is safer, but 
blackjack is faster and you usually win 
more money) and bet all of your money. 
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If you win, leave the casino (have will- 
power; it’s all to easy to try “just one 
more time” and lose all your money). 
Save the game and copy the disk with 
your winnings on all of your backups. If 
you lose all your money, just turn off the 
computer and try it with a different 
disk. Make sure you always have one 
disk you never use, except as a backup. 
If you run out of copies, at least you can 
recover them using your backup. 

2. Apple version only: Once you've 
created a character, immediately save it 
when the game starts. Then make a 
copy of the character disk. (hereafter the 
original disk is referred to as Disk 1, 
and the copy as Disk 2.) Restart the 
game (using Disk 1 as your character 
disk), go to the assembly plant, and 
make a cheap car. Take the car into the 
garage, insert Disk 2, and store the car. 
Now place Disk 1 in the drive and re- 
move the car from the garage. When the 
menu appears, choose that car. Leave 
the garage and sell it to the salvage yard. 
Now go back to the garage and put in 
Disk 2, remove another car, put in Disk 
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1, and store it. Then reinsert Disk 2 and 
remove the car. Sell this car in the sal- 
vage yard, and keep repeating this pro- 
cess until you have enough money to 
buy a better automobile. Furthermore 
when you copy a car, you also copy any 
courier packages inside it. So if you are 
in a city in which you have to deliver the 
package, you can keep delivering it (and 
gaining more money and prestige) until 
the expiration date. 

3. Apple version only: To get more 
money than you can ever use, follow 
these steps: With disk 2 in the drive, 
take a car to the garage and store it. 
Then type in the command to remove 
your car from storage, but don’t actually 
remove it. When the car menu appears, 
put Disk 1 in the drive and make your 
choice. Your car should look very 
strange—only one tire and a handling 
class of 80—but note the value. Take the 
car to the salvage yard and sell it. You 
should get between $300,000 and 
$500,000. 


* In some versions of the game, if 
you're in a town without a garage, you 
can go to any adjacent city by bus and 
bring your car with you. Simply go to 
the Truck Stop and take the bus. When 
you're asked if you want to leave your 
car on the streets, press the space bar. 
You and your car will arrive at your des- 
tination. 


THE BARD'S TALE 

Electronic Arts ([415] 571-7171) 
Amiga, Apple, Commodore 64/128 
$40-S50 


With a party of six adventurers, explore 
the city of Skara Brae and the many 
dungeons and towers it holds. Your 
eventual goals are to slay the wizard 
Mangar and free the city from his con- 
trol. 


%* Once you reach a high level (12th and 
higher), go to Harkyn’s Castle, then 
from the entrance, TELEPORT 5 North, 12 
East, 2 Up. At this location youll be 
attacked by four groups of 99 “ber- 
zerkers.” If you defeat them you'll re- 
ceive more than 50,000 experience 
points for each character. To increase 
your chances of survival, it’s a good idea 


to have a wind dragon or greater demon 
with you. 


* To duplicate an item, add two charac- 
ters, including the one with the item 
you want to copy. Transfer the item to 
the second character, save him, and 
then turn off the computer (without sav- 
ing the first character). Reload the 
game, and now both characters should 
have the item(s). (NOTE: The first charac- 
ter will lose any gold he’s carrying, so 
you should also give this to the second 
character.) 


* Apple version only: If you don’t have 
any high-level Wizardry or Ultima char- 
acters (but own Wizardry), you can still 
start with upper-level characters. When 
you transfer characters from Wizardry, 
try moving them from the original sce- 
nario disk. The characters on The 
Bard's Tale disk will have very strange 
names, but most will be 12th or 13th 
level with good abilities. (NoTE: Not all 
characters made this way will be good, 
and some might not load properly.) 


* If you start with high-level characters, 
don’t forget that you have to solve the 
dungeons for low-level characters before 
you can successfully complete the diffi- 
cult ones. 


* To get into Kylearan’s Tower, you 
must place the eye in the statue on the 
top level of the Castle. You will then be 
teleported to the front of the tower. 


* To enter Mangar’s Tower, you must 
have the Onyx key. This will let you into 
the staircase on the bottom level of the 
sewers, which brings you up into Man- 
gar’s Tower. Or, if you have the Master 
Key, which is found in Mangar’s Tower, 
you can use it to enter directly through 
the gates. 


* Here are some useful coordinates (as- 
suming you are on the starting point of 
the first level of the dungeon or tower): 

The Eye: 19 North, 20 East, 2 Down, 
Catacombs 

Crystal Sword: O North, 19 East, O 
Down, Castle 

Silver Square: O North, O East, 1 Up, 
Castle 
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Silver Triangle: 20 North, 2 East, 0 
Down, Kylearan’s Tower 

Silver Circle: 15 North, 4 East, 1 Up, 
Mangar’s Tower 

Onyx Key: 13 North, 17 East, 0 Down, 
Kylearan’s Tower 


THE BARD'S TALE Ii 
Electronic Arts ([415] 571-7171) 
Apple, Commodore 64/128 
$40-S45 


Reunite the lost segments of the Destiny 
Wand to become the awesome Destiny 
Knight and defeat an ancient wizard. 


* Fanskar’s Castle is located at 25 de- 
grees North and 17 degrees East from 
the Sage’s hut. 


* Only Archmages can equip segments 
of the Destiny Wand. 
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* Always bring a Bard into a death 
snare. Spells wear out and cannot be 
recast, but Bard songs will work and 
provide light. 


* Seek the stone man in the wilderness. 
Tell him “KAZDEK.” 


* Dargoth’s Tower is located in Philipi. 
* Oscon’s Fortress is in Corinth. 


MOEBIUS: THE ORB OF 
CELESTIAL HARMONY 
Origin Systems ([603] 644-3360) 
Apple, Commodore 64/128 
$40-S60 


Traverse the four planes (Earth, Water, 
Air, and Fire) in search of the evil war- 


lord who stole the Orb of Celestial Har- 
mony. 


* Fighting palace guards and assas- 
sins: If you wait for them to make the 
first move, guards and assassins will 
use the same strategy. They attack you 
with a flurry of blows, then retreat, rest, 
and attack again. As one approaches, 
use a low kick or sword blow to knock 
him back. Repeat this until you have 
finished him off. If your opponent gets 
in close and starts attacking, parry con- 
tinually. Wait for him to retreat, and 
then attack when he comes at you 


again. (NOTE: Although head blows do 
more damage, your opponent will usu- 
ally block them and be able to strike 
you. Bare-handed combat is the most 
effective, unless you have a blessed 
sword.) 


* Fighting evil monks: As soon as you 
see a monk, put your sword away. (In 
areas of heavy vegetation where visibili- 
ty is limited, you should “L”isten often 
and make sure you hear no sinister 
chanting. If you do, be prepared.) If you 
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fight a monk in a shrine, keep him at 
bay by continuously throwing fireballs. 
Then slowly approach him, making sure 
you're not in direct line of fire. If you hit 
the monk with one of your fireballs, at- 
tack him immediately while he is still 
stunned. High and middle kicks work 
well when fighting a monk, but be cer- 
tain you start your kick while he is still 
approaching. Since parrying isn’t very 
effective against monks, you'd be better 
off punching when he is close. 


* After walking through a door, shut it. 
That way, if a guard stuns you and 
steals your possessions, he'll be con- 
fined to a limited area, since guards 
can't open doors. 


* A guard can only steal from you once. 
Unless you kill that guard, no other 
guard can steal from you either. So if 
one steals from you but you haven't lost 
much, it’s usually not worth going after 
him. 


* The best place to take soil samples is 
either near a good water supply or near 
the entrance to a shrine. If you take one 
from a shrine, you'll easily be able to 
meet a good monk there without having 
to fight the guards blocking your way. 
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* The spirit spell is one of the most 
useful. It lets you go anywhere on the 
map without having to fight. Plus, you 
can always go to a cistern and your 
mind will be restored, enabling you to 
keep the spell going that much longer. 


% When on the planes of Earth and 
Water, make sure you get as many spell 
components as possible. Take time to 


get panda hair, since you'll need it often 
to cast the Spirit spell. 


* Take advantage of a blessed sword 
and cut down all the vegetation you can 
so, in case you lose your blessing, you 
will be able to travel on land more easily. 


* On the plane of Air, go into spirit 
form and, when night falls wait for the 
demon to appear. Follow him around 
until he assumes minstrel form and 
then “S”top the spell. “C”ommunicate 
with him and get the charm (make sure 
you have the amulet on). You can do the 
same thing with the condor: when night 
falls, follow him to his nest, “S”top the 
spell, and take his feathers. 


QUESTRON 

SSI ([415] 964-1353) 

Apple, Atari, Commodore 64/128 
$40-S50 


Become the most powerful knight in the 
land and destroy the evil sorceror Man- 
tor by stealing the Great Book of Evil 
Magic. 


%* When the game begins, quickly run 
into Geraldtown and buy a whip. Then 
continue to Mall town and buy a sling, 
rope, and hooks. Continue to the moun- 
tains behind Geraldtown and kill mon- 
sters (buying hit points from wandering 
creatures, if you need them) until you 
have a thousand gold pieces. 


* With the thousand pieces of gold, play 
roulette. If your lucky number is even, 
play the odd numbers, and vice-versa. 
Bet one hundred gold pieces every 
round, until you think you have enough 
money. The guards will try to kill you 
when you leave, so be sure to buy a lot of 
holy water beforehand. 


* After locating a cutlass, buy it and 
attack the palace. Kill the king’s guard, 
steal his treasure, and he will knight 
you. 


%* Once you have the magic trumpet, 
find your way through the fog to the 
village on the sea early in the game (sav- 
ing after each forward move), and buy a 
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short bow. It will cost 940 gold pieces 
but will pay for itself when you attack 
the palace. 


* Buy the maximum amount of holy 
water—150 vials. 


* Do not play the arcade games in the 
cathedrals. The wizard Mesron and the 
king will increase your abilities to maxi- 
mum, provided you don’t try to increase 
them yourself. 


* Some weapons are more effective 
against certain monsters. Keep track of 
the best combinations. For example, 
clubs work best against piercing pungie. 


%* You can get better prices for your 
items in the Land of Evil than in the 
Questron Empire (nine-tenths the origi- 
nal price, as opposed to one-half). So if 
you plan to sell anything, sell it there. 


ROADWAR 2000 

SSI ([415] 964-1353) 
Apple, Commodore 64/128 
$40 


Travel the savage roads of the future, 
looking for eight scientists who can find 
a cure for the plague, which was started 
by the Invaders. Combat with rival 
gangs is resolved either in a graphic, 
but slow, strategic mode, which gives 
the player complete control or in a 
quicker way in which the computer con- 
trols both sides. 


* When first starting out, try to stay in 
regions with the fewest mutants (areas 
far away from the devastated cities), 
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most notably the Northwest. 


* California is also a good starting loca- 
tion because its numerous cities afford 
many opportunities to loot and recruit 
men. In addition, most of these cities 
are small and relatively easy to take con- 
trol of. You'll be best off to try to take 
control of cities that don’t have Invaders. 


* The best time to fight strategic battles 
is when you are first starting because 
you'll want the experience and because 
these fights will be short as few vehicles 
will be involved. You should also strate- 
gically fight motorcycle gangs and the 
‘Hard Hats’ because both of these 
groups are easy to defeat as each of their 
vehicles carries only two to three men. 


* Shooting out tires is an effective 
fighting technique. This works especial- 
ly well against buses, which have only 
six tires, but over 50 Interior crew mem- 
bers. Even against a Trailer Truck, it is 
often easier to shoot out 18 tires than to 
kill every Interior crew person. 


* A drill sergeant is a must and is the 
most important of the three cronies 
(doctor, politician, drill sergeant). The 
increase in the amount of promotions 
among your crew—if you have a drill 
sergeant—is astonishing, and within a 
few battles you will have an effective 
fighting force. A drill sergeant can be 
found at Colorado Springs, while it may 
take much longer to find one by search- 
ing other cities. 


* Scout every city you pass through; 
sometimes they aren't controlled by any- 
one, and you can take over without a 
fight. You'll also want to know if a par- 
ticular city is controlled by Lawful Na- 
tional Guardsmen before you start loot- 


ing. 


* Don't go to Detroit until you have 
good vehicles. In Detroit, you'll automat- 
ically receive additional speed, braking, 
acceleration, and armor for all of your 
vehicles. And since this only works 
once, you will receive much more benefit 
when you have 10 vehicles than when 
you have only three. 
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% Once you know where the GUB is, you 
will be able to find scientists. It is im- 
portant to search every city you pass 
through for a few turns, because you 
never know when a clue will turn up. 
However, you don’t need the clue to find 
a scientist; occasionally you will luck 
out and find one while searching (which 
makes it all the more important to 
search every city). 


* If you are ever running short of food, 
and you don’t think you will find any 
quickly, send all your escorts (and drag- 
ons, if necessary) to scout. Most of them 
won't return, and you will then be able 
to stave off starvation a little longer, and 
preserve your best men. 


THE SEVEN CITIES OF GOLD 
Electronic Arts ([415] 571-7171) 
Amiga, Apple, Atari, Commodore 64/ 
128, IBM PC & compatibles, Macintosh 
$15—-S40 


Voyage to the New World seeking riches 
and glory as a Spanish explorer, map 
uncharted territory as it was in the 
1400s, or explore a fantasy world creat- 
ed by your computer. 
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* It’s often wise to convert a village or 
city into a mission, instead of conquer- 
ing it. To do this, go up to the chief and 
AMAZE him. Then offer him gifts. If he 
isn't converted, leave the village, come 
back, offer him gifts, and keep trying to 
trade. When he lets you trade just leave 
the village and go back in again. Each 
time he will demand more and more 
gifts before letting you trade and after a 
few visits he will convert. 


* If you’re on friendly terms with the 


natives, occasionally stop your party in 
the wilderness. Wait to find if the pack- 
bearers have anything to say. Some- 
times they'll guide you right to the Incan 
capital. 


* If you create enough worlds, you 
might meet civilizations more advanced 
than the Incas’. 


* If your expedition is lost or captured, 
remember where your ships were and 
save the game in Europe (as the “new 
expedition leader”). You can then sail to 
the New World and pick up your ships, 
along with whatever you left on them. 


ULTIMA III 

Origin Systems ([603] 644-3360) 
Amiga, Apple, Atari, Atari ST, Commo- 
dore 64/128, IBM PC & compatibles, 
Macintosh 

$40 
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You must gain power and experience in 
the hopes of destroying the evil Exodus. 


* After your characters are well off, 
start killing monsters so that their trea- 
sure chests form a wall around the cas- 
tles and towns. This will give you safe 
places to rest and recuperate; monsters 
can’t cross treasure chests. 


%* The Mark of the Snake can be found 
on the bottom level of the dungeon on 
the large island east of the mainland. 


* To find exotic weapons, try DIGGING 
on the two square island near the town 
of Fawn. 


ULTIMA IV 
Origin Systems ([603] 644-3360) 
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Apple, Atari, Commodore 64/128 
S60 


You must become enlightened in the 
ways of the Avatar, by demonstrating 
your virtuous nature, in order to attain 
the Codex, a book of wisdom. 


* Initially, only add one or two charac- 
ters (preferably fighter types) and try to 
accumulate as much gold as possible. 
Try going into a couple of dungeons and 
exploring some rooms on the first level. 
Many times you'll find a room guarded 
by weak creatures with three to four 
treasure chests. After you defeat the 
monsters and get the treasure, leave by 
the way you came in, and then go back 
and fight them again. Once you have 
enough money, equip your characters 
with better weapons (preferably mis- 
siles) and find new characters to join. 


* The easiest way to find the stones is 
to buy a large number of gems and pre- 
pare many “Y” (up) and “Z” (down) 
spells. Go to the first level of a dungeon 
and “P”eer at a gem. Look for something 
that resembles an altar or cup. If you 
don’t see one, go down to the next level 
and try “Peering again. Keep going 
down until you spot it. To get to it you 
may need a few “D”ispells, so have some 
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ready. Once you reach the spot you 
should see a small green shape. 
“Search the area, and you should find a 
stone. 


* After you've become an eight-part ava- 
tar and have obtained Mystic weapons 
and/or Mystic armor, equip three or four 
members of your party with them. 


Equip the others with your most valu- 
able weaponry and/or armor. Then let 
your party die off (starvation works 
well). Lord British will resurrect you, 
along with your carried equipment (ex- 
tra weapons and armor, including Mys- 
tics, will be lost). Go back to where the 
Mystic weapons and/or armor are found 
and get them again. You'll find eight 
more, plus the three or four you were 
equipped with. You can sell the extra at 
any town for 3,500 gold pieces each. 


* In the center of the Bloody Plains 
there is a single square of swampland 
that looks out of place. It’s there for a 
good reason, but only when the moons 
are dark. 


* Here is a guide to the eight virtues. 
Honesty: the truth, the whole truth, and 
nothing but the truth. Compassion: If a 
nonevil creature is fleeing let it escape. 
It also doesn't hurt to give to those less 
fortunate than you. Valor: Kill evil, and 
kill more evil. Don't flee from it. Justice: 
The blind woman at the herb shop won't 
be able to tell if you shortchanged her. 
But you wouldn’t do something mean 
and nasty like that, would you? Again, 
don’t kill nonevil fleeing creatures. Sac- 
rifice: Give your blood until you're blue 
in the face. Give every last gold piece to 
any beggar you see. Be warned: It isn’t 
hard to become a “self-serving tuft- 
hunter.” Honor: Solve quests, find 
things, and live to tell about it. Spiritu- 
ality: Take every opportunity to medi- 
tate at shrines even if you're not ready 
for “Avatarhood.” Humility: Don’t claim 
to be what you're not. As much as you 
think you're the bravest fighter around, 
don’t say it. 


* Never lie, cheat, or steal. Don’t show 
cowardice in the face of the enemy (al- 
though you can flee from good or none- 
vil creatures; this may even help your 
Compassion). Make sure you give the 
correct mantra. And keep on giving of 
yourself. 


* The easiest way to locate secret doors 
is to look for a white dot in the middle of 
a wall. For example, in Lord British’s 
castle there is a secret door directly 
north of the entrance to the healer. 
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* If your party is wounded, go to Lord 
British and ask about his HEALTH. 


* If a character gets poisoned, try to get 
him to fall asleep, via trap or monster. 
When he wakes up he will be unpoi- 
soned. 


* You need the balloon to find the white 
stone. 


WIZARDRY 

Sir-Tech Software ([315] 393-6633) 
Apple, IBM PC & compatibles, Macin- 
tosh 

$50—S60 


You must descend into the dark depths 
of a dangerous dungeon. Map your way 
through a multileveled maze, pursue 
Werdna, and retrieve the wondrous am- 
ulet stolen from the overlord. 


%* Camp in the room where you find the 
blue ribbon. “L”eave immediately, and 
you'll receive another blue ribbon. Give 
it to another character for use as a back- 
up. You'll need the ribbon to use the 
elevator. 


* If you want to keep Werdna’s amulet 
(it’s worth millions), turn off your com- 
puter right after you meet Trebor, who 
sent you on your quest. 
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%* Usually good and evil characters can’t 
journey together. But here’s a special 
procedure to get a Ninja (or another evil 
character) into a party with a Lord (or 
another good character): Take the evil 
character into the dungeon—alone or 
with others. Every time you encounter a 
friendly monster, leave in peace. After a 
few such encounters, your character(s) 
will begin to change alignment—from 
evil to neutral. In other words, your 
Ninja will become neutral or good with- 
out losing any of its powers. To change 
good characters into evil ones, follow the 
same procedure, except attack all 
friendly monsters. 


* Always take magic items from your 
fallen adventurers before taking them to 
the temple. This way you won't lose 
them should the gang at the temple fail. 


%* Apple only: Have your bishop camp 
out in the dungeon and “Identify item 
nine until he’s successful. Then go to 
the Adventurer’s Inn where you'll be in 
for a surprise. 


* Apple only: There are other things to 
“I"dentify besides item nine. “Identify- 
ing “S” will give the character below the 
bishop 100,000,000 experience points, 
and “J” will give the character below the 
bishop 100,000,000 gold pieces. How- 
ever don’t try “M”, “H”, “+”, “.” as these 
cause adverse effects. 


* Apple only: Here's how to get infinite 
levels for any character. First get him 
enough experience points to gain one 
level. Then, go to the Adventurer’s Inn, 
put a blank formatted disk in the drive, 
and press “A” (stables). After the first 
time, you'll gain a level each time you 
press “A”. Be sure to put the scenario 
disk back in the drive before you leave 
the Inn or the computer will crash when 
it tries to read the blank disk. 


HOW ELITE ARE THE ELITE? 


Character Strength Vitality 


1Q Piety Agility Luck 


Lord 15 15 


12 12 14 15 


Samurai L5 14 
Ninja 


11 10 10 = 


17 or 18 in all abilities 


Bishop 
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WIZARDRY II: KNIGHT OF 
DIAMONDS 

Sir-Tech Software ([315] 393-6633) 
Apple, IBM PC & compatibles 
$35-S45 


Collect the ancient Knight’s sword and 
all the pieces of his armor. Using these, 
get the Staff of Gnilda. 


* This is a list of the coordinates for the 
armor and sword, relative to the stairs 
leading into the dungeon: 

Armor: 2 North, 15 East, O Down 

Helmet: 4 North, 10 East, 3 Down 

Gauntlets: 9 North, 10 East, 4 Down 

Hrathnir (sword): 13 North, 14 East, 

2 Down 

The coordinates of the shield are 6 
North, 2 East, and 1 Down; however you 
may not teleport here as you'll bounce 
back to your starting place. 


%* Once you have all the pieces of the 
armor, you must equip one character 
with all the pieces and send him alone 
into the dungeon. Then go to the center 
of the first level where Gnilda is (10 
North, 9 East). 


* The answer to the Sphinx’s riddle is 
right on the game’s title page, as well as 
on the package, and throughout the 
game’s documentation. 


WIZARDRY III: LEGACY OF 
LLYLGAMYN 

Sir-Tech Software ([315] 393-6633) 
Apple 

$40 


Using the descendants of the heroes 
who beat Werdna and got the Staff of 


rarer 
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Gnilda, you must retrieve the Orb of 
Earithin to save Llylgamyn from im- 
pending doom. 


%* Once you have both crystals, give 
them to someone who is either good or 
evil and have them invoke the one of 
corresponding alignment. You'll now 
possess a Neutral crystal, which is nec- 
essary for solving the game. 


* For a quick exit from the dungeon, 
try using a staircase of the wrong align- 
ment. This is especially useful on higher 
levels when you're in bad shape and 
have a long way to get home. 


* The best mapping technique is first 
to get a piece of graph paper and sketch 
a 20-by-20 box, and label the vertices 
zero to 19 (the size of a level). Second, 
cast a Milwa or Lomilwa before entering 
the dungeon (to spot secret doors). Last, 
map as best you can, setting one move 
forward equal to one box. If you get lost, 
cast a Dumapic spell to get your bear- 
ings, and continue mapping from there. 
Beware of one-way doors, rotating corri- 
dors, and teleporters. (Hint also_for Wiz- 
ardry and Knight of Diamonds) 


XYPHUS 

Penguin Software ([312] 232-1984) 
Apple, Commodore 64/128 

$9 


With your party of four adventurers, you 
must slay the demon, Xyphus. 


* Never fight on the offensive against 
powerful creatures or groups. Lure 
them into the terrain of your choosing. 
That way you'll be able to pick them off 
rather than fighting them en masse. 


* Two spells will harm the Spider Peo- 
ple of Selcham Pass: Ciega and Mata- 
mosca. 


* Don't be afraid to split up your char- 
acters. In some cases you'll have to. 


* To get by the werewolves in level one, 
keep all of your characters in the fort, 
except for an elf. Use the elf (elves move 
the fastest) to lure the werewolves close 
to the fort so that your characters can 
both fight and get healed. 


SIMULATIONS 


Simulations, as their names imply, create a given situation as realisti- 
cally as possible without sacrificing playability. The range includes 
economic, military, political, sports, and vehicular simulations 
(planes and submarines, for example). Some simulations, such as 
M.U.L.E., will cover imaginary subjects. 
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SIMULATIONS 


Military 


THE ANCIENT ART OF WAR 
Broderbund ([415] 492-3200) 

IBM PC & compatibles, Macintosh 
$45 


Defeat the enemy army by whatever 
means you can, be it brute force, clever 
maneuvering, or a combination of both. 
In addition to fighting battles, you can 
also create your own scenarios. 


t) WHE © 
my has 103 men 
have 161 men 


E 
you 


* The first thing you must always do is 
check the formation of your troops. 
Make sure your archers are in back and 
your knights and barbarians are where 
you want them (generally in the front). 


* Although the longest, sieging is the 
best way to take an enemy fort. This 
way, when you fight him, he'll be in 
such bad shape you will be able to mop 
him up without difficulty. And if he 
leaves the fort to attack you, try to de- 
tach a small group (preferably archers) 
and sneak them into the empty fort, 
then engage the enemy with your main 
force. 


* Archers are your most important 
troops. One or two of them can take out 
five or six times their number or even a 
whole squadron. Simply keep them all 
the way in the back and have them all 
continue attacking until danger ap- 
proaches (arrows or men), and then 
have them all retreat. Repeat this pro- 
cess as many times as you can for best 
results. This works for 14 men as well 
as one. 
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%* You can pull men out who are stuck 
in the water or in the mountains by 
moving a squad up next to them (keep 
them on the land) and “J"oining the two 
together. 


* “D”etach men as often as possible 
within a fort. If you have a few small 
squads rather then a couple of large 
ones, you'll gain new recruits much fas- 
ter. Also if you do it fast enough, the 
enemy won't be able to detach his own 
men, since there can be a maximum of 
20 squads on the board at once. 


* If archerless enemy troops attack one 
of your forts that contain archers, and 
you “Z”oom, you'll kill one or two of the 
enemy and the rest will retreat, escaping 
complete defeat. Let the computer take 
the fight instead, and you should be 
able to wipe out the whole enemy con- 
tingent. Occasionally the enemy will win 
(as they can climb the wall if you don't 
“Z”oom), but if your men are in decent 
shape, this won't happen too often. 


* In the “Custer’s Last Stand” scenario, 
wait for Geronimo to lead all his troops 
to your fort. When they attack the fort, 
retreat as much as you can, delaying the 
enemy. Meanwhile, have your squad 
across the river from the enemy villages 
approach at a fast march. You'll proba- 
bly be able to capture all the villages 
before the enemy can get back to stop 
you. For safety you can bring a squad 
down from the north to help out. 


LORDS OF CONQUEST 
Electronic Arts ([415] 571-7171) 
Apple, Atari, Commodore 64/128 
$33-$40 


Conquer the world by capturing individ- 
ual countries or building between three 
and six cities before your opponents 
do. Success depends on the effective use 
of resources available to you (wood, coal, 
iron, gold, and horses). You can form 
trade and military alliances with your 
opponents, but watch out, because no 
treaty lasts forever. 


* When you trade a horse to someone, 
you'll notice that the other player gets to 


H.1.T.S 


choose where he or she wants to place 
the horse. The trick is that if you both 
have horses in bad locations, you can 
trade them off to each other, Thus you 
can relocate your horses to a location 
where you want them. 


* It’s not the quantity of countries you 
have, but the quality that counts. If you 
can build up a small cluster of heavily 
defended countries, you are better off 
than if you have many weaker coun- 
tries. 


* In the beginning of the game, locate 
your stockpile on some isolated penin- 
sula or island that’s completely under 
your control. As soon as an opponent 
has built a ship, however, be sure to 
move it to a safe inland area (which you 
presumably have created). 


* When selecting countries, don’t end 
up with your countries spread thinly 
across the map. Try to get most of your 
countries in a solid block surrounding 
your resources. However, if the last of a 
resource you don't have (except pas- 
tures) is nowhere near the rest of your 
countries, take it anyway; you can't get 
along without at least one of everything. 
Also, don’t put yourself in the middle of 
your opponents; try to keep your back to 
an edge of the map. 


* After the first year, it’s usually wiser 
to build a city rather than a weapon. If 
your opponent opts to make a weapon, 
he might have the advantage for a year 
or two, but your increased production 
will soon make up for it (especially if you 
are doubling both iron and coal). 


* Learn how to tally force counts in 
your head. If you're playing a multi- 
player scenario, you may give away your 
strategy by using the built-in force 
counter. 


* Unlike horses and weapons, boats 
can be stacked on a country (as long as 
the coastline allows). You can heavily 
fortify a country in this way, making it 
almost invulnerable to attack. If a coun- 
try has a very small coastline (one or two 
squares), you can easily fill in all the 
ports with boats, making it immune to 
naval assaults. 


* When choosing territories, go for pas- 
tures first, especially ones near groups 
of other resources. Regions rich in re- 
sources are prime city-building sites, 
and the nearby horse(s) will help you 
gain and keep control of them. 


* You can greatly increase your offen- 
sive punch by placing horses and weap- 
ons in your border countries and in 
countries that are one place removed 
from your border. Then when you attack 
an area, you can bring your horse and 
weapon from the rear of your forces, 
adding four force points to every attack 
you make. 


STRATEGIC CONQUEST 
PBI Software ([415] 349-8765) 
Apple, Atari ST, Macintosh 
$50-S60 


Explore and conquer a vast, unknown 
world. You must create land, air, and 
naval forces and deploy them against a 
computer or human opponent. 


SIMULATIONS 


%* Once you've taken control of the is- 
land you start on, it’s important to de- 
termine the direction in which the op- 
ponent lies. If it’s not within fighter 
range (10 squares), build a destroyer 
and send it out to search for the enemy. 
Meanwhile, build a transport, load it 
with armies, and send it out in a ran- 
dom direction (unless you've located an- 
other island when scouting with a fight- 
er). 


* With computer opponent only: If the 
enemy is close by, you will have a good 
chance of capturing a city on its island 
before the computer does. This is often 
a good idea, because if you are able to 
establish a firm beachhead, the comput- 
er will concentrate on beating you back 
rather than exploring and conquering 
additional territory. 


* If the enemy is not close to you, it is 
best to send transports to conquer an 
island within bomber range of its is- 
land. Then, if the opponent’s starting 
area is near the center of the map, try to 
go around it to conquer the territories 
on the other side. If the enemy is near 
an edge, surround the enemy as quickly 
as possible (computer opponent only). 
The computer, however, is not going to 
just sit there and be idle, so it is wise to 
send ships to distract and engage its 
forces. Perhaps the best way to accom- 
plish this is to scout its coastline with a 
destroyer and locate its port cities. Then 
bring in battleships (once you have two 
or three transports, start building bat- 
tleships in your port cities), and place 
them directly next to the enemy port 
cities. This way if the enemy build a 
ship or transport, it will have to bypass 
your battleship, and you can sink it. 


* Before the first hundred days are up, 
build two or three bombers. Although 
they are not particularly effective at this 
point in time, they make good “battle- 
ship busters.” If you encounter an ene- 
my battleship, it’s best to simply bomb 
it because it can be difficult to sink. 


* The key to the game is using the 
bomber. You really only need armies to 
conquer neutral cities and to maintain a 


defense against enemy invasions (this 
will be rare if you block enemy harbors). 
If you can get 10 to 20 cities all produc- 
ing bombers at regular intervals (a new 
bomber every one or two days), you will 
be almost unstoppable. Every time a 
new bomber is made, fly it to an enemy 
island and bomb any city you can 
(stockpiling more than two or three 
bombers is not a good idea). Make sure 
you time your strikes so that when the 
bomber runs out of moves for the day, 
you leave it over the water but within 10 
squares of the target city. This way, ene- 
my armies can’t attack you, and you are 
less likely to be discovered by enemy 
fighters. Soon after you start this satu- 
ration bombing, you will find it takes 
the enemy longer to reclaim its cities. 
When it starts taking more than two 
days to do so, bring in your troops and 
capture the coastal cities. After this 
point, victory is almost certainly yours. 


* With computer opponent only: Battle- 
ships can also be used to lure enemy 
fighters. If you position a battleship 
near an enemy island, the enemy will 
start sending swarms of fighters after 
the battleship. The battleship will be 
able to destroy well over 15 fighters be- 
fore it is sunk. And if you retreat in 
time, you can go to one of your harbors 
and repair the ship. This is an extreme- 
ly effective way to drain enemy re- 
sources. 


* Do not try to contribute to the de- 
fense of a port city by placing a ship in 
it. A single enemy army can dispatch a 
battleship quite readily. 


%* Submarines are not very effective be- 
cause they move too slowly, and they 
don’t possess enough strength to do se- 
rious harm. They are best used to spy 
on enemy ship movement, as they can’t 
be detected by anything other than a 
destroyer. 


Economic 


M.U.L.E. 

Electronic Arts ([415] 571-7171) 
Atari, Commodore 64/128 

$15 
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Establish the most profitable colony on 
a distant planet. 


* To get the price of Smithore to rise, 
try buying M.U.L.E.s and just letting 
them go. 


* Mechtrons can be clever; during land 
auction they'll suddenly back down, 
forcing you to pay a ridiculously high 
price. So, after the price begins to go 
over $1,000, beware. 


* The higher the pitch of the note made 
by the wampus when it emerges from 
the caves, the higher it will appear on 
the screen. 


* In the beginning buy all the land you 
can, leaving yourself enough money to 
buy a M.U.L.E. As the game progresses, 
your land will become much more valu- 
able. 


* In M.U.L.E., the passage of time is 
represented by the depletion of your 
food resources. The more you have, the 
more time you are granted. You'll find 
that near the end of the game, you will 
not need to make as many changes in 
your land plots. Because of this, you will 
need less time, allowing you to change 
your food plots to something more prof- 
itable. 


* During Auctions, the countdown 
passes more quickly when no players 
are moving between the Buy and Sell 
lines. If you are selling an item and wish 
to have more time to drive up the price, 
move down from the sell position imme- 
diately following the start of the auction. 
Keep moving until another player is 


above the Buy line. Return to Sell status 
and wait until the last second to sell. 


Flight 


F-15 STRIKE EAGLE 

MicroProse Software ([301] 771-1151) 
Apple, Atari, Commodore 64/128, IBM 
PC & compatibles 

$35 


Maneuver an F-15 fighter plane in mul- 
tiple combat scenarios. 


* If you need to get back to base and are 
running short of fuel, hit the “A” key a 
few times. This will increase your speed. 
When your speed starts dropping again, 
repeat the process. You'll be able to re- 
turn to base as if you had full afterburn- 
ers going. 


FLIGHT SIMULATOR Ii 
subLOGIC 

Amiga, Apple, Atari, Atari ST, Commo- 
dore 64/128 

$50 

Also available as Flight Simulator 
Microsoft Corp. 

IBM PC & compatibles, Macintosh 
$50 


Learn how to take off in, fly, and land a 
small plane. 


* If you’re low on fuel and there is no 
airport nearby (or you just aren't very 
good at landings), go into the editor 
mode, and then go back to flight mode. 
When you return, your fuel tanks will be 
full. 


Sports 
CHAMPIONSHIP STAR LEAGUE 


Gamestar/Activision 
Macintosh 
$35 


Choose your pitcher and your lineup, 
and try to beat the computer or another 
human opponent. 


* Carefully watch each ball pitched. 
After a while, you should be able to tell if 
a pitch is a ball or a strike (every pitch 
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follows a set pattern). 


* Sometimes, it’s easy to steal second 
base against the computer. Have your 
runner on first take a step or a step- 
and-a-half lead. The pitcher will throw 
to first a few times to try and pick you 


off. After a few throws he will pitch. If it 
is a high or low slow-moving ball, run to 
second as soon as it leaves his hand, 
and you will be safe everytime. If he 
doesn't throw such a pitch, don't steal. 


* After every pitch no matter what base 
you're on, you should run. If the pitch is 
a ball or a strike, run back to base. If the 
ball is hit, keep running. Even if the ball 
is caught, you will have plenty of time to 
run back because the computer will 
throw to the base ahead of you. 


* Catching fly balls is the hardest play 
to make. The best way to do it is to 
watch the shadow of the ball and try 
and meet it. If you aren't sure, always 
overestimate it so that the ball will not 
drop behind you. 


HARDBALL 

Accolade ([408] 446-5757) 

Apple, Atari, Atari ST, Commodore 64/ 
128, Macintosh 

$30-S45 


Beat your opponent (computer or hu- 
man) in a fast-paced baseball game. 


* In the beginning of the game, have 
pitchers bat if you’re playing the com- 
puter. When the lineup is shown, ex- 
change your pitcher's position with an- 
other player’s, then switch them back. 


Now you can replace your pitcher (in 
batting order only) with a good hitter. 
The pitcher will still pitch, but he won't 
bat, giving you an advantage over the 
computer. 


ONE-ON-ONE 

Electronic Arts ([415] 571-7171) 
Amiga, Apple, Atari, Commodore 64/ 
128, IBM PC & compatibles, Macintosh 
$15-S40 


Play the part of Dr. J. or Larry Bird and 
outmaneuver your opponent or the com- 
puter to score more points. 


* When your fatigue level gets too high, 
go for steals and medium-range 
jumpers. 


* Hold on to the ball if you get it in the 
last few seconds of a quarter. Next quar- 
ter, you'll start with the ball and a lower 
fatigue level. 


SUMMER GAMES 

Epyx ([415] 366-0606) 

Apple, Atari, Commodore 64/128 
$40 


Outperform your computer or human 
opponents in eight events modeled after 
the Olympic contests. Sensitive, dynam- 
ic joystick control, plus terrific animat- 
ed graphics make for an unbeatable go- 
for-the-gold simulation. 


The event: Pole Vault 

%* Make a mental mark on the screen to 
tell you when to pull down on the joy- 
stick and plant your pole. To remember, 
mark the spot on the screen with tape. 
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* On jumps of 4.0 to 5.3 meters, push 
up on the joystick when you are one- 
quarter of the way up on the arc of your 
vault. On jumps of 5.4 to 5.8 meters, 
push up halfway through the arc. On 
jumps of 5.9 to 6.2 meters, push up 
about three-quarters of the way 
through. 


* Try this when you get to heights of 
5.5 meters and over: choose low pole 
grip, and as soon as you plant your pole, 
push up. Then press the button just 
before your pole knocks the bar down. If 
done correctly, you'll fly under the bar, 
but get a successful jump nonetheless. 


The event: Diving 

* Push the joystick to the right before 
jumping. Halfway to the water, push the 
stick down, left, and then up as quickly 
as you can. This maneuver gives you a 
higher difficulty factor, which will auto- 
matically improve your score. 


%* On forward and backward dives, hold 
the joystick to the right before jumping 
and push up (come out of your dive) 


when you reach the judges. On reverse 
dives, come out of your position just 
before entering the water. 


* It’s tough to see where the water line 
is. Attach a piece of paper to the screen 
so you can best judge where to come out 
of the dive. 


The event: Gymnastics 

* For a really super score, press the fire 
button when your gymnast is in the ver- 
tical upside-down position over the 
horse. This will give you enough power 
for at least two somersaults. Once you 
get that down, add a 180-degree twist. 


SUPER SUNDAY 

Avalon Hill ({301] 254-9200) 
Apple, Atari, Commodore 64/128 
$35 


Match up some of the greatest Super- 
bowl teams ever and go head to head 
with the computer or human opponent. 


* For an unbeatable offense use Dallas 
‘78 for your team. Select Short Pass and 
3-Backs for your formation. Throw the 
pass from Staubach to Drew Pearson. 
This play is guaranteed for a gain of at 
least twelve yards, and no defense can 
stop it. 


Text Adventures allow you to become the main 
character in a story that unfolds around you. You 
can communicate with other characters in the 
story, as well as explore your surroundings. Com- 
mands are entered from the keyboard. These com- 
mands range from simple two-word instructions, 
such as Go NortH to full-sentence directives. The 
plot is usually complex and involved, and numer- 
ous puzzles are incorporated. 


H.I.T.S. 


ENCHANTER 

Infocom ({617] 492-6000) 

Amiga, Apple, Atari, Atari ST, Commo- 
dore 64/128, IBM PC & compatibles, 
Macintosh 

$25-S30 


As a novice spellcaster, you must de- 
stroy the evil Krill, a mysterious and 
powerful warlock. 


%* Be careful when you sleep outside the 
castle; your possessions may well be 
gone when you wake up. 


* Keep track of everything you dream 
(and examine your bed very closely). 
Compare the dreams to situations you 
encounter while you are awake. 


* There is a way to get the scroll in the 
“Machinery Room,” but not for you. Per- 
haps an animal that could protect itself 
from spears and the like might be able 
to get it for you. 


* Be sure not to cast the FRoTz (light) 
spell on yourself! It won’t hurt, but 
there’s a point where darkness is cru- 
cial. 


* Try talking to any animals you meet; 
you'll be surprised by what they have to 
Say. 


* There is more to the library than 
meets the eye. Try searching for some 
rat tracks, and see where they lead. 


HITCHHIKER’S GUIDE TO THE 
GALAXY 

Infocom ([617] 492-6000) 

Amiga, Apple, Atari, Atari ST, Commo- 
dore 64/128, IBM PC & compatibles, 
Macintosh 

$25-$30 


As Arthur Dent, use all of your rather 
limited faculties to survive the most bi- 
zarre Thursday since your Aunt gave 
you the thing, though you don’t know 
what it is. 


* Before you become a stick-in-the- 
mud, take everything you come across 
that’s not nailed down. 


* A little sense will help you see the 
light. 


* To get the Babel fish, hang your gown 
on the hook, put the towel over the 
drain, place the satchel in front of the 
panel, and put something useless on the 
satchel. 


* To get by the door in the Heart of 
Gold, you must remove the common 
sense particle from your brain and then 
hold tea and no tea. (NOTE: Access to 
your brain is obtained by using the In- 
finite Improbability Drive.) 


* The engine room isn’t as dangerous 
as it sounds. Be persistent. 


* With name spoken and towel upon 
thy head, carve thy name, and he'll 
think you're dead. 


* The putrid-looking snack obtained at 
the bar may not look interesting to a 
human, but for a man’s best friend it 
proves a delicious repast. 


* Steamed Fluff-plant will provide the 
fruit of knowledge. 


HOLLYWOOD HIJINX 

Infocom ([617] 492-6000) 

Amiga, Apple II, Atari, Atari ST, Com- 
modore 64/128, IBM & compatibles, 
Macintosh 

$35-—S40 


Locate ten ‘treasures’ scattered around 
your deceased uncle’s estate. If you suc- 
ceed, you inherit your uncle’s fortune. 


* If you’re wondering what to do with 
the statue or how to get in the house, 
look on the back of Uncle Buddy’s photo 
for some direction. 


* The rusty bucket can be used right 
where you found it. 


* To save time and prevent frustration, 
try the following instructions to the 
hedge maze (beginning at its entrance): 
N., W., N., W., a W., S., W., W., N., W., 
SE. S: 

W., N., W., S., 


TEXT ADVENTURE 


* The business card in the mailbox can 
add colorful meaning to the punch 
cards. 


%* To open the safe in the hall, examine 
the wax statuettes closely. Uncle Buddy 
was very patriotic. 


* To open the safe in the bomb shelter, 
contemplate the plaque. 


* Having trouble getting light in the 
bomb shelter? Wax is good for water- 
proofing. 


* The fireplace holds more than one 
surprise. 


% Remember to remove the lens cap 
from the projector. 


* The Atomic Chihuahua should save 
his fiery breath until you really need it. 


* Since the elevator is used so much, 
would it be surprising if something had 
fallen down the shaft? 


MOONMIST 

Infocom ({617] 492-6000) 

Amiga, Apple II series, Atari, Atari ST, 
Commodore 64/128, IBM PC & com- 
patibles, Macintosh 

$35-S40 


As a famous American detective, you 
must help your friend Tamara discover 
what or who is haunting her castle. 


RED VERSION: 


%* Everyone seems to have some- 
thing to say about the mysterious 
visitor. 


* A trip to the basement could be 
most enlightening. 


* Who knows where a trip to the li- 
brary could lead you. 


%* You might be able to unearth a 
few clues in the garden. 


* The family crest may lead to an 
arrest. 

BLUE VERSION: 

* The third clue is in a suitable 
place. 


* Read Vivien's diary for some inter- 
esting facts. 


* Does “fossil skull” seem to ring a 
bell? 


GREEN VERSION: 
* Mirrors can be very revealing. 


* Don't overlook the rhino head. 
YELLOW VERSION: 

* The ghost’s identity is most sur- 
prising! 


* All this searching for the third 
clue has my ears ringing. 


* Speaking of ears, maybe you 
could sneak a peek at that dashing 
earring Tamara has in her room. 


* And let's not forget to search near 
the Drawing Room. 


PLANETFALL 

Infocom ([617] 492-6000) 

Amiga, Apple, Atari, Atari ST, Commo- 
dore 64/128, IBM PC & compatibles, 
Macintosh 


* The walt (or “Z") command is very 
helpful. Don’t neglect it. 


%* Once you get to the ruins, one of 
your first priorities will be to find the 
Kitchen Access card. 


* You can't get the game's “best” end- 
ing unless you fix the Communications 
Systems. 


* Spend some time in the library. You 
can find out a lot about the mission 
simply by studying the reference mate- 
rial. 


* Keep Floyd, the robot, with you. He 
can bring you something no one else 
can. Two somethings, in fact. 


H.LT.S. 


%* You must shoot the microbe with the 
laser (set at anything except one) until 
the laser is warm. Then throw the laser 
off the strip. 


ZORK I 

Infocom ([617] 492-6000) 

Amiga, Apple, Atari, Atari ST, Commo- 
dore 64/128, IBM PC & compatibles 
$35-$40 


Explore the great underground empire 
of Zork, solving complex puzzles and 
collecting treasure in the process. 


* The pile of plastic at the base of the 
dam does have a use, but you're going to 
need the air pump from the north shore 
of the reservoir to find out just exactly 
what it is. 


* Don't waste lights. Use alternate 
sources when possible. 


* There is a simple way to keep the 
vampire bat from attacking you. You'll 
find it in your lunch bag. 


* True, coal isn’t much of a treasure, 
but just think what you could make out 
of it if you had the right amount of pres- 
sure. (Think of the old song, “Pressur- 
ized Coal is a Girl's Best Friend.”) 


* Before entering the house, search the 
premises a little, you may find some- 
thing that will be of use to you later. 


* Hold onto the jewelled egg. You can’t 
open it, but maybe someone else can— 
someone who's used to picking locks 
perhaps. 


* Don’t even think of carrying all the 
treasures you've found. A good safe 
place for them is in the house. 


ZORK II 

Infocom ([617] 492-6000) 

Amiga, Apple, Atari, Atari ST, Commo- 
dore 64/128, IBM PC & compatibles, 
Macintosh 

$40-S45 


Explore the amazing underground em- 
pire of Zork, solving complex puzzles 
and collecting treasure in the process. 


* Crystal is invisible in water. 


* Fire and ice don’t mix. Maybe you 
should lead one to the other. 


* You'd do well to ponder this sentence 
for the answer to the riddle room. 


* You can’t push the button in the car- 
ousel, maybe you can get something to 
do it for you. 


* It might help to know a little about 
unicorns’ characteristics; that will help 
you decide whose help to enlist. 


* Before eating the cake, think about 
Alice in Wonderland. (P.S.: Avoid the 
orange cake.) 


ZORK Ill 

Infocom ([617] 492-6000) 

Amiga, Apple, Atari, Atari ST, Commo- 
dore 64/128, IBM PC & compatibles, 
Macintosh 

$40-S45 


Explore the fascinating underground 
empire of Zork, solving complex puzzles 
and collecting treasure in the process. 


%* Murder doesn’t pay and you'll find 
you have to trust many people. In the 
case of the hooded figure, only wound 
him. 


* To get the key from the south shore, 
you'll need the grue repellent from the 
Scenic Vista. Be sure to get hold of it 
before the earthquake ruins the water 
tunnel. 


* To get to the jewels you must push 
the gold machine into the jewel room, 
set the dial to 776, and push the but- 
ton. Then go to the museum, hide the 
ring (the only jewel you need and can 
get) under the seat, set the dial to 948, 
and push the button. 


* To get past the panel in the hall, try 
fiddling with the pole in the paneled 
room, then moving the entire room by 
pushing the wall. 


* The staff is all you need from the 
chest. 
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Super Sunday, 42 
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BY COMPUTER AND TITLE 


Legend: 
(AA) Arcade/Action 
(AAD) Arcade/Adventure 


(GA) Graphic Adventure 
(SM) Simulation 

(RP) Role-Playing Adventure 
(TA) Text Adventure 


AMIGA 

Archon II: Adept (AA), 6 

Bard's Tale, The (RP), 28 

Defender of the Crown (GA), 19 

Déja Vu (GA), 20 

Enchanter (TA), 44 

Hitchhiker's Guide to the Galaxy 
(TA), 44 

Hollywood Hijinx (TA), 44 

King’s Quest (GA), 21 

King’s Quest II (GA), 22 

King’s Quest III (GA), 23 

Moonmist (TA), 45 

One-On-One (SM), 41 

Planetfall (TA), 45 

Seven Cities of Gold, The (RP), 32 

Skyfox (AA), 10 

Space Quest (GA), 23 

Ultima III (RP), 32 

Uninvited (GA), 24 

Zork I (TA), 46 

Zork II (TA), 46 

Zork III (TA), 46 


APPLE 

Aliens (AAD), 13 

Amazon (GA), 19 

Autoduel (RP), 27 

Archon II: Adept (AA), 6 

Bard's Tale, The (RP), 28 

Bard's Tale II, The (RP), 29 

Beach-Head (AA), 6 

Beach-Head II (AA), 7 

Bruce Lee (AA), 7 

Captain Goodnight and the Is- 

lands of Fear (AAD), 14 

Castle Wolfenstein (AAD), 14 

Championship Lode Runner 
(AA), 7 

Conan (AA), 8 

Defender of the Crown (GA), 19 

Dragonworld (GA), 19 

Enchanter (TA), 44 

F-15 Strike Eagle (SM), 40 

Flight Simulator II (SM), 40 

Ghostbusters (AA), 8 

Hitchhiker's Guide to the Galaxy 
(TA), 44 

Hollywood Hijinx (TA), 44 

Karateka (AA), 9 

King’s Quest (GA), 21 

King's Quest II (GA), 22 

King’s Quest III (GA), 23 

Knight of Diamonds (RP), 35 

Legacy of Llylgamyn (RP), 35 

Lords of Conquest (SM), 37 

Moebius: The Orb of Celestial 

Moonmist (TA), 45 

One-On-One (SM), 41 

Planetfall (TA), 45 

Harmony (RP), 29 

Questron (RP), 30 

Raid Over Moscow (AA), 10 

Roadwar 2000 (RP), 31 

Seven Cities of Gold, The (RP),32 


Skyfox (AA), 10 

Spy Vs. Spy (AA), 10 
Strategic Conquest (SM), 38 
Summer Games (SM), 41 
Super Sunday (SM), 42 
Sword of Kadash (AAD), 15 
Transylvania (GA), 24 
Ultima III (RP), 32 

Ultima IV (RP), 32 
Wizardry (RP), 34 

Xyphus (RP), 35 

Zork I (TA), 46 

Zork II (TA), 46 

Zork III (TA), 46 

Zorro (AAD), 16 


ATARI 

Autoduel (RP), 27 

Archon II: Adept (AA), 6 

Beach-Head (AA), 6 

Beach-Head II (AA), 7 

Bruce Lee (AA), 7 

Castle Wolfenstein (AAD), 14 

Championship Lode Runner 
(AA), 7 

Conan (AA), 8 

Enchanter (TA), 44 

F-15 Strike Eagle (SM), 40 

Ghostbusters (AA), 8 

Hardball (SM), 41 

Hitchhiker's Guide to the Galaxy 
(TA), 44 

Hollywood Hijinx (TA), 44 

Karateka (AA), 9 

Lords of Conquest (SM), 37 

Moonmist (TA), 45 

M.U.L.E. (SM), 39 

One-On-One (SM), 41 

Planetfall (TA), 45 

Questron (RP), 30 

Raid Over Moscow (AA), 10 

Seven Cities of Gold, The (RP),32 

Spy Vs. Spy (AA), 10 

Summer Games (SM), 41 

Super Sunday (SM), 42 

Ultima III, 32 

Ultima IV (RP), 32 

Zork I (TA), 46 

Zork II (TA), 46 

Zork III (TA), 46 

Zorro (AAD), 16 


ATARI ST 

Autoduel (RP), 27 

Defender of the Crown (GA), 19 

Enchanter (TA), 44 

Hardball (SM), 41 

Hitchhiker's Guide to the Galaxy 
(TA), 44 

Hollywood Hijinx (TA), 44 

King’s Quest (GA), 21 

King’s Quest II (GA), 22 

King’s Quest III (GA), 23 

Moonmist (TA), 45 

Planetfall (TA), 45 

Skyfox (AA), 10 

Space Quest (GA), 23 

Strategic Conquest (SM), 38 

Sword of Kadash (AAD), 15 

Transylvania (GA), 24 


47 


INDEX 


Ultima III, 32 
Zork | (TA), 46 
Zork Il (TA), 46 
Zork III (TA), 46 


COMMODORE 64/128 

Aliens (AAD), 13 

Amazon (GA), 19 

Autoduel (RP), 27 

Archon II: Adept (AA), 6 

Bard's Tale, The (RP), 28 

Bard's Tale II, The (RP), 29 

Beach-Head (AA), 6 

Beach-Head II (AA), 7 

Bruce Lee (AA), 7 

Castle Wolfenstein (AAD), 14 

Championship Lode Runner 
(AA), 7 

Conan (AA), 8 

Defender of the Crown (GA), 19 

Dragonworld (GA), 19 

Enchanter (TA), 44 

F-15 Strike Eagle (SM), 40 

Flight Simulator II (SM), 40 

Ghostbusters (AA), 8 

Hardball (SM), 41 

Harmony (RP), 29 

Hitchhiker's Guide to the Galaxy 
(TA), 44 

Hollywood Hijinx (TA), 44 

Karateka (AA), 9 

Lords of Conquest (SM), 37 

Moonmist (TA), 45 

Moebius: The Orb of Celestial 

M.U.L.E. (SM), 39 

One-On-One (SM), 41 

Planetfall (TA), 45 

Questron (RP), 30 

Raid Over Moscow (AA), 10 

Roadwar 2000 (RP), 31 


Seven Cities of Gold, The (RP), 32 
Skyfox (AA), 10 

Spy Vs. Spy (AA), 10 
Summer Games (SM), 41 
Super Sunday (SM), 42 
Sword of Kadash (AAD), 15 
Transylvania (GA), 24 
Ultima III (RP), 32 

Ultima IV (RP), 32 

Uridium (AA), 11 

Xyphus (RP), 35 

Zork I (TA), 46 

Zork II (TA), 46 

Zork III (TA), 46 

Zorro (AAD), 16 


IBM PC & COMPATIBLES 

Amazon (GA), 19 

The Ancient Art of War (SM), 37 

Bruce Lee (AA), 7 

Castle Wolfenstein (AAD), 14 

Championship Lode Runner 
(AA), 7 

Defender of the Crown (GA), 19 

Dragonworld (GA), 19 

Enchanter (TA), 44 

F-15 Strike Eagle (SM), 40 

Flight Simulator (SM), 40 

Hitchhiker's Guide to the Galaxy 
(TA), 44 

Hollywood Hijinx (TA), 44 

Karateka (AA), 9 

King’s Quest (GA), 21 

King’s Quest II (GA), 22 

King’s Quest III (GA), 23 

Knight of Diamonds (RP), 35 

Moonmist (TA), 45 

One-On-One (SM), 41 

Planetfall (TA), 45 

Seven Cities of Gold, The (RP), 32 


Space Quest (GA), 23 
Ultima III (RP), 32 
Uridium (AA), 11 
Wizardry (RP), 34 
Zork I (TA), 46 

Zork II (TA), 46 

Zork III (TA), 46 


MACINTOSH 

The Ancient Art of War (SM), 37 

Championship Star League (SM), 
40 

Defender of the Crown (GA), 19 

Deja Vu (GA), 20 

Enchanter (TA), 44 

Flight Simulator, 40 

Hardball (SM), 41 

Hitchhiker's Guide to the Galaxy 
(TA), 44 

Hollywood Hijinx (TA), 44 

King’s Quest (GA), 21 

King’s Quest II (GA), 22 

King’s Quest III (GA), 23 

Moonmist (TA), 45 

One-On-One (SM), 41 

Planetfall (TA), 45 

Seven Cities of Gold, The (RP),32 

Skyfox (AA), 10 

Space Quest (GA), 23 

Strategic Conquest (SM), 38 

Sword of Kadash (AAD), 15 

Transylvania (GA), 24 

Ultima III (RP), 32 

Uninvited (GA), 24 

Uridium (AA), 11 

Wizardry (RP), 34 

Zork I (TA), 46 

Zork Il (TA), 46 

Zork III (TA), 46 


* Games are constantly being converted to new machines; watch the Entertainment column in FAMILY & 
HOME-OFFICE COMPUTING, or contact the company for updates. 


SOFTWARE PUBLISHERS 


Access 

2561 South 1560 West 
Woods Cross, UT 84087 
(801) 298-9077 

Pages 6. 7. 10 


Accolade, Inc. 
20813 Stevens Creek Blvd. 
Cupertino, CA 95014 


(Sa ae 37. 39. 41 5 West Ridgeville Blvd. 
: Epyx Mt. Airy. MD 21771 

Activision 600 Galveston Drive (301) 831-7090 

2350 Bayshore Parkway Redwood City. CA 94063 Page 14 


Mountain View, CA 94043 
(415) 960-0410 
Pages 8. 13 


Page 41 


Chatsworth, CA 91311 
(818) 886-5922 
Pages 7. 8. 16 


Electronic Arts 

1820 Gateway Drive 
San Mateo, CA 94404 
(415) 571-7171 

Pages 6. 10, 28. 29, 32, 


(415) 366-0606 


(312) 480-7667 


(301) 771-1151 
Page 40 


Muse Software 


Origin Systems 


Pages 11, 19. 20. 24 


MicroProse Software 
120 Lakefront Drive 
Hunt Valley. MD 21030 


Sierra On-Line 

Sierra On-Line Building 
Coarsegold. CA 93614 
(209) 683-6858 

Pages 21, 22, 23 


Sir-Tech Software 

P.O. Box 245 
Ogdensburg. NY 13669 
(315) 393-6633 

Pages 34, 35 


Strategic Simulations 
1046 N. Rengstorff Ave. 
Mountain View, CA 94404 
(415) 964-1353 


136 Harvey Road. Bldg. B 


Page 31 


oe ee, 


Gamestar/Activision 

2350 Bayshore Parkway 
Mountain View, CA 94043 
(415) 960-0410 


Londonderry. NH 03053 
(603) 644-3360 
Pages 27, 29, 32 


PBI Software 


The Avalon Hill Game Co 
4517 Harford Road 
Baltimore, MD 21214 


subLOGIC 
713 Edgebrook Drive 
Champaign, IL 61820 


(301) 254-9200 Page 40 1163 Triton Drive (217) 359-8482 | 
Page 42 Infocom Foster City. CA 94404 Page 40 | 
Broderbund 125 Cambridge Park Drive (415) 349-8765 Telarium 

17 Paul Drive Cambridge. MA 02140 Page 38. 39 (division of Spinnaker) | 
San Rafael, CA 94903 (617) 492-6000 Polarware One Kendall Square 

(415) 492-3200 Pages 44, 45. 46 P.O. Box 311 Cambridge, MA 01239 | 
Pages 7, 9, 14, 37 Mindscape Geneva. IL 60134 slab 494-1200 

Datasoft 3444 Dundee Road (312) 232-1984 Oge tS 


19808 Nordhoff Place Northbrook, IL 60062 Pages 15, 24 


